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Introduction 


The Duxctoxs & Dracoxs game follows the heroic lives of indi- 
vidual characters, a ‘close-up’ as it were. The Miniatures Handbook 
‘zooms out” to follow the fortunes of elite warbands fighting one 
another in lethal skirmishes. Then 

it zooms out again to cover the fates 

of entire armies as they clash on the & 
fields of battle. 

An adventurer faces many 


physical and mental challenges, 
mostly in mundane, arcane, and 
supernatural combat. A com: 
mander ofa warband orarmy, how- 
ever, faces these challenges and 
directing oops to where \ —/ 
they cindathe mactgoadkaow- 
ing which ones are dependable sf/ 
and which ones will flee when the i 


going gets tough. 
N@herher yowts pliying statisees Ue 
battles for a change of pace from your | 
D&D campaign or incorporating b: 
tles into that campaign, youll find what 
every good warlord needs right here 


MINIATURES 


This book provides new rules and material “)\ 
for D&D rolephying and miniatures (both 
skirmishes and mass battles), 

Chapter 1: Characters introduces several 
classes, new prestige classes, and many 
new feats, While these classes and feats offer inter \\ 
esting new abilities for miniatures, they also provide. \ 
players and the Dungeon Master (DM) with new options ~\, 
for both player and nonplayer characters. ‘ 

Most of the new classes are combat-oriented, such as the tac 
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tical soldier and the war hulk. You can expect to see members 
of these classes on the miniatures battlefield, but they make 
great additions to any D&D roleplaying campaign as well 

The new feats provide an array of combat options, such 
as Powerlul Charge, Distracting Attack, and Shieldmace 
Forspellcasters, this book introduces "sudden" feats that 
let you apply a metamagic feat toa spell without using 
upa higher-level slot 10 do so, 

Chapter 2: Magic details new spells, ranging from 0- 
level 10 sth level, as well as several new magic items. 
(Spells of higher than sth level are too powerful for the 
typical miniatures battle.) Some spells are simple and 
straightforward, such as conviction, which grants 
+2 morale bonus on saving throws, Other spells 
are more dramatic, such as revivify, which raises a 


your miniatures’ stat cards into a “dungeon de 
random encounters. You can use that deck to run a random 


and spell templates 


character from the dead without level loss—but only if you cast 


the spell within 1 round of the characters death. 
\\\__ Thischapteralso introduces the swift action, which 
\ isa type of action similar to casting a quickened spell. 
|, Several of the new spells have a casting time of “1 
,) \_ swift action." Characters can cast spells of this type 
Ss in combat without provoking attacks of oppor 

tunity or giving up their own attacks 
‘New magic items range from the cheap and 
simple to the mighty: Low-level characters will 
appreciate the bracers of quick strike, granting one 
‘extra attack once per day. Mote pricey, power- 
) ful items include the cloak of thors, which not 
only grants a bonus to Armor Class but dam- 
ares that strike the wearer in melee 
Monsters describes more than 
thirty new monsters. As with the spells in this book, 
most of the monsters are designed for low 
mid-level play. The bright naga, for example, 
limited special abilities, making it a suitable 
opponent for lower-level parties (and easy 
for the DM to run). At the top end are the 
aspects, creatures spawned from tiny portions of 
divine energy: They resemble the deities and arch- 
fiends from which they have sprung 

Chapter 4: Stat Cards shows you how to read a 
miniature’ information card (known as a stat card) 
whether youte using the creature in skirmishes, mass 


,._\ battles, or ina roleplaying scenario. 


This chapter also includes conversion guide to help you 
convert characters or creatures to the miniatures rules 
Player characters can lead troops in combat, whether fast. 
paced skirmishes or grand battles 

Chapter 5; Skirmish Rules gives complete rules for 


aa playing small-scale ractical battles with D&D creaturesand 


characters, This chapter also includesa 


(aa 


ge array of sce- 

narigs to challenge your strategic creativity, Play head- 

to-head, multiplayer, or in teams, You can even play 

1.) campaigns, in which your warlord rises in level and your 
\warband gains magic items 

Chapter 6: Mass Battles Rules presents rules for large- 


scale actions in which creatures fight together in large, regi 
mented groups 


Chapter 7; Random Dungeons shows you how to turn | 


to generate 


dungeon as an evening’s diversion or a campaign in its own 
right. You don't even need a DM! 

“The Appendix is filled with visual aids, including ter- 
rain elements, illustrations of mass battle unit formations, 


Charge into bartle with the Miniatures Handbook, and 
expand the possibilities for characters in your campaign, 


MINIATURES ON DISPLAY 
‘As you'll soon discover {if you haven't already), the Miniatures 
Handbook is lavishly illustrated. In addition to illastrations that are 
directly tied to the text, such as all the classes in Chapter 1 and all the 
‘monsters in Chapter 3, this book contains concept sketches and photos 
of dozens of miniatures from the Harbinger™ and Dragoneye™ sets, 


The concept sketches were created to give the sculptors of the 
miniatures a visual reference for thelr work. By comparing a concept 
sketch to the photograph of the finished miniature, you can see how 
closely the sketch resembles the final result—and if you don’t already 
have all these miniatures in your collection, now you can literally see 
what you're missing 


hile resourceful eaptains lead troops into combat 
some watmages blast foes with fire and ice; Brave and 
less healers race into battle At to smite their foes 
bur'to keep their allies on their feet. teak 
thing these combatants can do to face the raw power 


every- 


of war hulls, ogres; and giaits trained to batter down smaller foes 
in great number 

This. chapter details 
classes related 10 battle and 
characters of allcladses 


wicharacter classes and prestige 


arfare, and offers new feats for 


The favored Soul, healer, marshal, and warmage are st 
classes, like the fighter and wizard classes, 

Favored Soul: A divine caster with an innate casting ability 

Healer: A spellcaster specializing in healing magic, with 
other healing abilities 

Marshal; 4 military. leader who inspires the best from com 
pahions aid battlemates. 


‘Warmage: A powerful battlefield spellcaster: 
STARTING AGE 


Aswitlrany other ¢lass, you can choose a like 
rindomly for it. If you roll yndomly, refer to the information 
below andhuse-the appropriate column on Table 6=4; Random 
Starting Ages) page 109.6 the Players Hanidlook. 

Favored Soul; Same as barbarian, 
Healer: Sume as bard: 
Marshal: Same as cleric 


or roll 


mE ET 


Warmage: Sime as bard 


STARTING GEAR 
Exch ¢ 
exeaiih 

can roll randomly for the charac 

121) and buy equipment icem by item. 


ss has'a starting'p thar you cab use when 


a ts-leyel character of thar class, Alternatively, 


% gold (see Table 


Taste 1-1; RANDOM STARTING GoLD 


Class “Amount (Average) 
Favored soul S410 (125 gp) 
Healer ‘Ad4<10 (100 gp) 
Marshal 54410 (125 gp) 
Warmage 34410 (75 gp) 


+ FAVORED-SOUL 


The favored soullfollows the pach of the cleric but is 
ableto channel divine power with surprising ease. She 
isableto perform the same tasks as her fellow divine 
spellcasters but with viriually no study; to her, it 
comes naturally. Scholars Wonder if favored souls 
have traces of outsider blood from unions, holy or 
unholy, centuries ago and generations removed 
Others suggestthar the ahility- is, awakened by 
divine training of the proper type, orthat fayored souls 
are-simply imbued with their gifts by their gods when 
ning as clerics. In any case, favored 
st their spells naturally, as much through 
force of personality a ugh study. 


x 
ry 
5 
Ay 


Adventures: Favored souls are often loner 
the land serving their deities. They are welcomed by 
their churches but treated as unusual and some- 

times misunderstood. They are emissaries 

of their deities, outside the church 

command structure—respected m| 

tics not requiring the support nor- 

mally crucial to a priest's success 

This status makes them sometimes 

revered and sometimes envied 
by their cleric cousins, While 
favored soulsare occasionally dis- 
respected for their perceived lack 
of discipline, devout worshipers 
know that they ate a powerful 
message from, and indeed a living 
manifestation of, their gods. 

Characteristics: Favored souls 
cast divine spells by means of an 
innate connection rather than 
through laborious training and 
prayer. Their divine connection is 
natural rather than learned. They 
know fewer spells than clerics do 
and acquire powerful spells more 
slowly than clerics, but they can cast 
spells more often than clerics can, and 
they have no need to select and prepare 
them ahead of time. 

Alignment: Divine magic is intuitive 
0 a favored soul, not a matter of careful 
prayer. This intuitive nature leads to a freer 
interpretation of faith and doctrine, and so favored souls tend 
slightly toward chaos over law, 

A favored soul is often of the same alignment as her 
though some are one step away: For example, a favored soul could 
serve a lawful good deity and be neutral good herself. A favored 
soul may not be neutral unless her deity is neuteal 

Religion: A favored soul can be of any religion. The most 
common deity worshiped by human favored souls in civilized 
lands is Pelor, god of the sun. Among nonhuman races, 


wandering 


favored souls most commonly worship the chief deity of their 
racial pantheon. 

Unlike clerics, favored souls are not able to devote 
themselves to a cause or a source of divine pow 

instead of a deity. 

Background: Favored souls learn of their 
connection with the divine at a young age. 
Eventually, young favored soul understands 
the power thar she has been wielding unin: 

ntionally, 

Favored souls, as naturally inclined 

divine channelers, are also born loners 

Unlike clerics in a temple, they gain litt 
by sharing their knowledge and have no 
strong incentive to work together. 

Races: The innate talent of sponta: 
neously channeling divine power is 
unpredictable, and it can show up in 
pany of the common races 

Divine spelleasters from savage 
lands or from among the brutal hu 
manoids are more often favored souls 

than cleric: 
Other Classes: Favored souls 
have the most in common 
with members of other self 
taught classes, especially sorcerers, but 
also druids and rogues. They sometimes 
find themselves at odds with members of 


A fossared soul 


the more disciplined classes, specifically cleries, whom they 
sometimes view a pped up in doctrine and rigidly 
defined attitudes. 

Role: The favored soul serves as a group's backup healer and 
defensive specialist. She can hold her own in a fight, especially if 
she chooses to specialize in powers that aid her in combat. 


GAME RULE INFORMATION c 
Favored souls have the following game statistics 
Abilities: Charisma determines how many spells the favored 
soul can cast per day. Wisdom determines how hard the favored 
souls spells are to resist (see Spells, below). In addition to using 


s too wra 


‘Taste 1-2: THE FAvorep Sout 
Base Fort Ref will Spells per Day 

Level Attack Bonus Save Save Save Special 0 Ist 2nd 3rd 4th Sth 6th 7th 8th 9th 
Ist 40 Wo 2 2 a 
Ind +1 3.43 3 — (2 Rese 
ad 42 434343 Deity’s weapon focus 65 --- = 5S 5 
ath 63 44 44 6 6 3 — — — — — 
sth 43 +4 +4 +4 Energy resistance (1st type) le ee 
6th 44 S35 45 6 6 5 3 — — — — 
Tth 45 4s Pt ——S— = 
Bh 46/41 6 46 46 6 6 6 § 3 —— — _ _ 
Sth 46/41 Pe ee 6666 4=-=>=- = = 
Vth 47/42 474747 Energy resistance (2nd type) a 

Mth 48/43 Sc a 66 6 6 6 = === 
Wh 49/44 48 +8 +8 Deity’s weapon specialization 6 6 6 6 6 5 3 — — — 
13th 49/44 a er iS es Ca — = 
Vth 410/45 oc ae ea a eee 
1th +11/+6/41 +9 49-49. Energy resistance (34d type) CHS Me ARMS Tea 
Veh 12/47/42 0 HOH — 6 6 6 6 6 6 6 5 3 — 
1th 12/47/42 HOH Wings 6 6 6 6 6 6 6 Han 
Wh 4413/48/63 417 — 6 6 6 6 6 6 6 6 5 3 
toh 4/94 TTT = 66666 6 6 6 6 4 
20th +15/+10/45 —«+12,—«-412.—«412-—— Damage reduction 6 6 6 6 6 6 6 6 6 6 


Charisma and Wisdom for spelleasting, a favored soul also bene: 
fis from high Dexterity, Strength, and Constitution scores 
Alignment: Any. 
Hit Die: ds. 


Class SI 
The favored soul’ class skills (and the key ability for each skill 
are Concentration (Con), Craft (Int), Diplomacy (Cha), Heal 
(Wis), Jump (Ste), Knowledge (arcana) (Int), Profession (Wis 

Sense Motive (Wis), and Spelleraft (Int) 

Skill Points at 1st Level: (2 + Int modifier) x 4 
Skill Points at Each Additional Level: 2 + Int modifier 


Taste 1-3: FAVORED Sout SPELLS KNOWN 
Spells Known 
st 2nd 3rd 4th Sth 6th 7th 8th 9th 


Level 
1st 
Ind 
ad 
4th 
sth 
th 
1th 
ah 
9th 

10th 

mth 
12th 
13th 
v4th 
18th 
16th 
1th 
18th 
9h 
20th 
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Class Features 
Allof te following are class features of the f 
‘Weapon and Armor Proficiency: 
cient with all simple weapons, with light and mediurn armor, and 


jored soul 


avored souls are profi 


with shields (except tower shields). A favored soul is also profi 
cient with her deity’s 


favored weapon. Although a favored soul is not proficient with 
heavy armor, wearing it does not interfere with her spellcasting 


Spells: A favored soul casts divine spells (the same type of 


spells available to clerics), which are drawn from the cleric spell 
list. She can cast any spell she knows without preparing it ahead 
of time the way a cleric must. 

To cast a spell, a favored soul must have a Charisma score of 10 
+ the spells level (Cha 10 for o-level spells, Cha 11 for tstlevel 
spells, and so forth). The Difficulty Class for a saving throw 
against a favored souls spell is 10 + the spell’s level + the favored 
soul’s Wisdom modifier 

Like other spellcasters, a favored soul can cast only a certain 
number of spells of each spell level per day. Her base daily spell 
allotment is given on Table 1-2: The Favored Soul. In addition, 
she receives bonus spells per day ifshe has high Charisn 
(see Table 1-1, page 8 of the Player's Handbook). 


score 


Inlike that ofa cleric, a favored soul's selection of spellsis lim. 
ited. A favored soul begins play knowing four O-level spells and 
three tstlevel spells of her choice. At each new favored soul 
level, she gains one or more new spells, as indicated on Table 1-3: 
Favored Soul Spells Known, (Unlike spells per day, the number 
of spells a favored soul knows is not affected by her Charisma 
score; the numbers on Table 1~3 are fixed, 
Upon reaching 4th level, and at every even-numbered favore 

ifter that (6th, 8th, and so on), a favored soul can choose 


soul level 


to learn a new spell in place of one she already knows. In effect, 


the favored soul “loses” the old spell in exchange for the new one. 
The new spell’ level must be the same as that of the spell be 
exchanged, and it must be at least two levels lower than the 
highest-level favored soul spell the character can cast. A favored 
soul may swap only a single spell at any given level, and must 
choose whether or not o swap the spell at the same time that she 


8 


gains new spells known for the level. 
Unlike a cleric, a favored soul need not prepare her spells in 


advance. She can cast any spell she knows at any time, assuming 
she has not yet used up her spells per day for that spell level 

Deity’s Weapon Focus: At 3rd level, a favored soul gains the 
Weapon Focus feat with her deity’s favored weapon, If the char 
acter already has that feat, she can choose a different one. 


Energy Resistance (Ex): At sth level, a favored soul chooses 
an energy type and gains resistance 


Q against that type. At 1oth 


level and 1th level, he character gains resistance 10 against two 
other energy types of her choosing. 

Deity’s Weapon Specialization: At 12th level, a favored 
soul gains the Weapon Specialization feat with her deity’s 
favored weapon, If she already has that feat, she can choose a 


different one 

‘Wings (Ex): At 17th level, a favored soul gains wings 
fly ata speed of 60 feet (good manewverabil 
rz Z7zT ‘A good-aligned favored 
ETS 5 crows Seated Witt, 
and an evil aligned favored soul gains batlike wings. A 
favored soul who is neither good nor evil may choose 

either type of wings 
Damage Reduction (Su): A 20th 
level favored soul gains damage reduc 
tion. Ifthe characteris lawful-aligned, 
the damage reduction is 10/silver. If 
the character is chaotic-aligned, the 
damage reduction is 10/cold iron. A 


ndcan 


favored soul who is neither lawful nor 
chaotic may choose either type of 
damage reduction. 


: 
$ 
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Human Favored Soul Starting Package 
Atmor: Scale mail (+4AC, armor check penalty ~4, speed 20 
fe, 30 1b), 
Heavy wooden shield (+2 AC, armor check penalty 
Weapons: Heavy mace (1d8, crit x2, 8 Ib, on 
bludgeoning), 
Light crossbow (1d8, crit 1920/2, range inc. 80 ft, 4 Ib, 
piercing) 
Selection: Pick a number of skills equal to 3 + Int 


modifier 


kil Ranks Ability Armor Check Penalty 
Spelleratt 4 Int = 
Concentration 4 Con - 
Diplomacy 4 Cha = 
Knowledge (arcana) Int = 
Intimnidate (cc) 2 cha - 
Listen (cc) 2 Wis - 
Spot (cc) 2 Wis - 
Survival (cc) 2 Wis = 


Feat: Combat Casting, 
Bonus Feat; Toughness 
Deity: Pelor 
Spells Known: 0—delect magic, cure minor wounds, ligh 

magi; 1st—bless, command, cure light wounds. 

Gear: Backpack with waterskin, one day’ trail rations, 
bedroll, sack, and flint and steel. Case with 10 crossbow 
bolts. Wooden holy symbol (sun dise of Pelor). Hooded 
lantern, 5 pints of oil 

Gold: 244 gp. 


—— HEALER 


The hurts of the world are manifold. Minor 
accidents are common, and usually easily 
dealt with. However, when conflict and all- (4 
out warfare occur, they leave misery and hurt a 
in their wake that can stagger the imagina- 
tion, While good-aligned clericsarecalled f/ 
upon to heal, their complex obligations gi” 
and abilities often get in the way of pure 
solace and remediation. Not so the 
healer. One of the healer’ great pur- 
poses in life is to provide protec: 
tion, and failing that, healing, to 
all good people who require 
her aid 

Empathetic, a healer is 
adept both at detecting the ailments of allies 
and understanding the coarse, unruly 
thoughts of beasts. Her way with animals 
wins her friends among otherwise savage ] 
creatures of the wild. 

Adventures: The healer provides aid to 
members of her adventuring company, 
the soldiers of her religion, or the 
alliance to which she is pledged 
When a battlefield is strewn 
with wounded allies or an expe- 
dition team’s members are sorely 
hurt, a healer cures the injuries of the 
faithful and those who have allied themselves with the side of 
good. A healer might accept a commission to escort a company 


or warband on a dangerous mission, making herself available to 
cast divine protections and offer divine healing. The healer is 
much revered for her services, and she may ask her companions 
for daily praise to her deity—or at least an equal share in any 
reward garnered afterthe successful conclusion of the adventure 
or military action 

Characteristics: Healers are masters of curative magic, out 
pacing even clerics in this regard. This focus on healing comes 
with a trade-off: A healer’ spell listis sharply constrained, and it 
lacks destructive magic and violent spells, 

Healers have some combat capability and are familiar with 
basic weapons and some armor. 

Alignment: Dedicating one's life to curative magic requires a 
good alignment. 

Religion: Healers revere good-aligned deities or righteous 

Background: Some healers are unoffict 
of religious organizations, Others wander th 


attached members 
lands freely, either 
alone or in adventuring companies. Many also take up service in 
armies that combat evil, repel invasions, or otherwise “fight the 

good fight 
Healing all allies—no matter their philosophy—while at the 
same time eschewing the use of violent spells requires a selfless 
quality and dedication to good 


Abealer mustbe gentle, bucalso 
strong in her convictions 
Races: The need for healing 


ows no racial boundaries, and heal 
ers include members of all the common 
races, Adventuring healers are most often 
humans and elves. Healers are less common 
among the dwarvesywho would rather pre 
vent wounds (by smashing the enemy) than 
cure them, 

Other Classes: The healer is rarely 
snubbed in an adventuring company. All 
realize that her presence could be the advantage that 
enables them to see their next quest through to the end. 
Healers sometimes clash with cleries, since cleries repre 
sent a more dogmatic view of faith and reverence toward 
the deities. 

Role: A healer is easy to spot. She moves abour behind 
an adventuring company or combat unit, applying her T 
divine skills bring relief to the injured. After she passes 
the wounded press forward with renewed vigor, and the 
fallen may yet rise again. 


GAME RULE INFORMATION 
Healers have the following game statistics. 
Abilities: Wisdom determines how many spells healer 
how etive the 
healer’ spells are. A high Constitution improves her hit points 
allowing her to brave combat and letting her spend fewer heal 
ing spells on hersell. 
Alignment: Any good. 

Hit Die: ds. 


can cast per day, Charisma derermin 


Class Skills 
The healer’ class skills (and the key abiliy 
for each skill) are Concentration (Con), Cra 
(nt), Diplomacy (Cha), Handle Animal (Cha) 
eal (Wis), Knowledge (nature) (Int), Knowledge (rel 
gion) (Int), Profession (Wis), Sense Motive (Wis), Spelleraft 
(Int), and Survival (Wis) 


Skill Points at 1st Level: (4 + Int modifier) x 4, 
Skill Points at Each Additional Level: 4 + Int modifier. 


Class Features 

All of the following are class features of the healer. 

Weapon and Armor Proficiency: Healers are proficient with 
all simple weapons and with light armor. Additionally, a healer 
‘who uses metal armor or any kind of shield is severely hampered. 
The armor of a healer is restricted by traditional oaths, not simply 
tmsining, A healer knows how to wear light metal armorand could 
become proficient with medium or heavy armor, but wearing 
metal armor or beating a shield would violate her oath and sup- 
press her healer powers, Her ethos requires certain vulnerability 
thatallows her to more fully empathize with those in their care. A 
healer who uses prohibited armor is unable to cast healer spells or 

any of her supernatural or spell-like class features while doing 
nd for 24 hours after the armor is taken off. 

Spells: A 
avail 
given below. A healer must choose and prepare her spells in 
advance (see below) 

To prepare or cast a spell, a healer must have a Wisdom score 
of 10+ the spell’ level (Wis 10 for O-level spells, Wis 11 for 1st- 
level spells, and so forth). The Difficulty Class fora saving throw 
against a healer’s spell is 10 + the spell’s level + the healer’s 
Charisma modifier. 

Like other spelleasters,a healer can cast only a certain number 
of spells of each spel level per day, Her base daily spell allotment 
isgivenon Table 1~4: The Healer. In addition, she receives bonus 
spells per day if she has a high Wisdom score (see Table 1-1, page 
8 of the Player's Handbook), 

Healers do not acquire their spells from books or scrolls, not 
do they prepare them through study, Instead, they meditate or 
pray for their spells, receiving them through their own strength 
of ith, Each healer must choose time at which she must spend 
hour each day in quiet contemplation or supplication to regain 
her daily allotment of spells. Time spent resting has no effect on 
whether a healer can prepare spells. A healer may prepare and 
castany spellon the healer spell list (see below), provided she can 
cast spells of that level, but she must choose which spells to pre- 
pare during her daily meditation, 


us 


er casts divine spells (the same type of spells 


le to clerics), which are drawn from the healer spell list 


| Taste 1-4: THe HEALER 
Base Fort Ref will 


level Attack Bonus Save Save Save Special 


Tt 40 4240 42 Healing hands 
and 41 434043 Skill Focus (Heal) 
ad 4 43-4143 Cleanse paralysis 
ath 42 +4 +144 Cleanse disease 
sh 42 +441 +4 Cleanse fear 

| oh 43 +S 42 48 Cleanse poison 
Th 3 4542.45. Effrtless healing 

} th +4 +6 +2 +6 Unicorn companion 

| om 44 46 43 46 Cleanse blindness 
Yh 45 474347 Cleanse spirit 
Mth 45 a ee 

f1tth eye ae = 
Th 46/41 48 44 48 Cleanse petrifcation 
Wh 47/42 o 4 4 — 

WSth 47/42 49°45 49 Newlimb 
Veh 48/43 40 45 400 — 

| inh jap WOper4s aol 

[ith s9js4 TT 
19h 49/4 TS 
oh +10/+5 412 46 12 Newlife 


Healing Hands (Ex): Whenever a healer casts a spell that 
ccures hit point damage, she adds her Charisma modifier to the 
amount of damage healed. For instance, if Sth-level healer with 
aan 18 Charisma casts cure light wounds, she cures 1d845 points of 
damage normally, plus an additional 4 points of damage due to 
her Charisma bonus. This bonus applies only to spells ofthe heal 
ing subschool that she casts as. healer, not ro those that she may 
have by virtue of levels in another class 

Skill Focus (Heal): 4 healer’s focused training grants her this 
bonus feat at 2nd level. If she already has that feat, she may 
choose a different one. 

Cleanse Paralysis (Su): A healer deals with certain kinds of mal- 
adies so often that eventually she can cure them without resorting 
toaspell. At 3rd level,a healer gains the ability to cl 
sis once per day, as if casting a remove paralysis spell 

Cleanse Disease (Su): At 4th level, s healer gains the ability 
to cleanse disease once per day, as if casting a wmove disease spell 

Cleanse Fear (Su): At sth level, a healer gains the ability to 
cleanse fear once per day, as if casting a remove fear spell 

Cleanse Poison (Su); Ar ath level, a healer gains the ability to 
cleanse poison once per day, as if casting a neutralize poison spell 

Effortless Healing (Ex): At 7th level, a healer has learned to 
cast spells of the healing subschool with minimal effort. She may 
cast such spells without provoking attacks of opportunity. This 
ability applies only to spells of the healing subschoo! that she 
castsas.a healer, not to those that she may have by virtue of levels 
in another class, 

Unicorn Companion (Ex): When a healer attains sth level, 
the deities recognize her devotion and grant her a celestial uni 
corn companion as her mount and aide. The unicorn, a symbol of 
healing and purity, serves the healer willingly and unswervingly. 
‘Once per day, asa full-round action, the healer may magically 
all her companion from the celestial realms in which it resides 
The companion immediately appears adjacent to the healer and 
remains for 2 hours per healer level. It may be dismissed at any 
time as a free action. The companion is the same creature each 
time itiscalled, though the healer may release a particular com- 
panion from service to gain a companion of a different kind. 
Each time the companion is called, it appears in full health, 
regardless of any damage it may have taken previously. The 
companion also appears wearing or carrying any gear it had 


nse pataly 


—— Spells per Day 
4th Sth 6th 7th 8th th 


z 


when it vas 
(calling) effect. 

A healer of 12th level or higher m: 
lists of companions (see the sidebar) 
panion from one of these altern 


3 dismissed, Calling a companion is ¢conjuration 


select from alternative 
should she select a com- 
ive lists, the creature gains 
abilities as if the character's healer level were lower than it 


actually is. Subtract the value indicated in the appropriate list 
header from the character's healer level and compare the 
result with the healer level entry on the table in the sidebar to 
determine the companion’s powers. (If this adjustment would 
reduce the healer’s effective level to 0 or lower, she can't have 
that creature as a companion.) For example, a 12th-level healer 


THE HEALER’S COMPANION 

The healer's companion is different from a normal creature of its kind 
in many ways, The standard companion for a healer is a celestial 
unicorn. It is Superior to a normal celestial unicorn and has special 
powers, as described below, 


Healer Bonus Natural Str/Dex/Int 

Level HD ArmorAdj. Adj. Special 

Bth-Tith 40 40 +0 Empathc ink, improved 
evasion, share saving 
throws, share spells 

Whlah 4242 # 

1Sth17th 4444 +2 Devotion 

VBth20th 4646 +2 Improved speed, 


spell resistance 
Healer’s Companion Basics: Use the base statistics for a creature of 
the companion’s kind, as given below or 
make the following changes: 

Heoler Level: The character's healer level, which has a direct effect 
fon the extent of the companion's special powers. 

Bonus HD: Extra eight-sided (38) Hit Dice, each of which gains @ 
Constitution modifier, as normal. Bonus Hit Dice improve the compan: 
ion’s base attack and base save bonuses, A companion’s base attack 
bonus isthe same as that ofa cleric of level equal to the companion’s 
HD. A companion has good Fortitude and Reflex saves (treat it as a 
character whose level equals the creature's HD), The companion gains 
extra skill points and feats for bonus HD as normal for advancing & 
monster's Hit Dice (see the Monster Manual). 

Natural Armor Adj: The number noted here is an improvement to 
the creature's existing natural armor bonus, It represents the preter: 
natural toughness of a healer's companion, 

Sir/Dex/Int Adj: Add this figure to the comparion's Strength, 
Dexterity and Intelligence scores. 

Empathic Link (Su): The healer has an empathic link with her 
companion out to a distance of up to 1 mile, The healer cannot see 
through the companion's eyes, but they can communicate empathi 
cally, Note that unicorns see the world differently from humans, so 
misunderstandings are always possi 

Because of this empathic link, the healer has the same connec: 
tion to an item or place that her companion does, just as with a 
master and his familiar (see the Familiars sidebar, page 52 of the 
Player's Handbook) 

Improved Evasion (Es): When subjected to an attack that normally 
allows a Reflex save for half damage, a companion takes no damage if 
it makes a successful saving throw and half damage even ifthe saving 
throw falls. 

‘Share Saving Throws: For each of its saving throws, the companion 
uses its own base save bonus or the healer’s, whichever is higher 
The companion applies its own ability modifiers to saves, and it 
doesn't share any other bonuses on saves that the healer might have 
(such as from magic items or feats) 

‘Shave Spells: At the healer’s option, she may have ary spell (but not 
any speltlike ability) she casts on herself also affect her companion, 
The companion must be within 5 feet atthe time of casting to receive 
the benefit, Ifthe spell or effect has 2 duration other than instanta- 
neous, it stops affecting the companion if the creature moves farther 


n the Monster Manual, but 


than 5 feet away and will not affect the companion again even if it 
returns to the healer before the duration expires. Additionally, the 
healer may cast a spell with a target of "You" on her companion (as @ 
touch range spell) instead of on herself. A healer and her companion 
can share spells even ifthe spells normally do not affect creatures of 
the companion’s type (magical beast) 

Devotion (Ex): A companion’s devotion to its master is so complete 
that it gains a-44 morale bonus on Will saves against enchantment 
spells and effects 

Improved Speed (Ex): The companion's base ground speed increases 
by 10 feet. 

Spell Resistance (Su): A companion's spell resistance equals its 
master’s healer level +5. 


ALTERNATIVE CELESTIAL COMPANIONS 

A healer of sufficiently high level can select her celestial companion 
from the following list. Apply the indicated adjustment to the 
healer’s level for purposes of determining the companion's charac. | 
teristics and special abilities. For example, ifa 14th-level healer takes 

a gynosphinx as a companion, the gynosphinx's special abilities are 
determined a5 if the healer were 10th level instead of 14th (due to 
the ~4 adjustment). These companions are symbols of healing in 
various cultures. 


12th Level or 
Lammasu 
Gynosphinx 
Water naga! 


igher (Level ~4) 


6th Level or Higher (Level -8) 
‘Androsphinx 
Couat! 


1 Available only in an aquatic environment. 


SAMPLE UNICORN COMPANION 

The statistics below are for a celestial unicorn. The statistics do not 
include the modifications for being a companion as given on the 
table above. 


Gelestial Unicorn: CR 4; Large magical beast; HD 4410420; hp 42: iit 
13; Spd 60 ft; AC 18, touch 12, flat-footed 15; Base Atk +4; Grp +13 
Atk +11 melee (148+8, horn); Full Atk-+11 melee (14848, horn) and +3 
melee (Id4+2, 2 hooves); SA smite evil +4 1/day; SQ damage reduc 
tion S/magic, darkvision 60 ft., immurity to poison, charm, and 
compulsion, low-light vision, magic circle against evil, resistance to 
acid 5, cold, electricity 5, scent, spellike abilities, spell resistance 9, 
wild empathy: AL CG; SV Fort +9, Ref +7, Will +; Str 20, Dex 17, Con 4 
21, Int 10, Wis 21, Cha 24 

Skills and Feats: Jump +21, Listen +11, Move Silently +9, Spot +11 
Survival +8; Alertness, Skil Focus (Survival. 

Spell-Like Abilities: At will—detect evil as a free action; 3/day— 
cure light wounds (caster level Sth); 1/day—cure moderate wounds 
(caster level Sth), neutralize poison (caster level 8th), greater teleport 
within the boundaries of its home forest. 


could select a lammasu as a companion, The lammasu would 
have characteristics and special abilities as if the healer were 
sth level (taking into account the + adjustment) instead of 
12th level 

Should the healers companion die, it immediately disappears, 
leaving behind any equipment it was carrying. The healer may 
notcall another companion for 30 days or until she gainsa healer 
level, whichever comes first, even if the companion is somehow 
returned from the dead. During this 30-day period, the healer is 
distraught and takes a ~4 penalty on attack rolls and weapon 
damage rolls 

Cleanse Blindness (Su): Ar 9th level, ahealer gains the abil- 
ity to cleanse blindness once per day, as if casting a remove blind- 
ness/deafness spell. 

Cleanse Spirit (Su): At 10th level, healer gains the ability to 

as 


restore a creature to health once per da 
reoration spel 

Cleanse Petrification (Su): Ar 13th level, a healer gains the 
ability to restore a petrified creature to health once per day, as if 
casting a stone to flesh spell 

New Limb (Su): Ar 15th level, a healer gains the ability to 
regrow a creature's lost or damaged body part once per day, as if 
casting a regenerate spell 

New Life (Su): Once per week, a 20th-level healer can bring 
2 dead creature back to life, as if casting a true resurrection spell 


casting a greater 


ExHealers 
Ahealer who grossly violates her ethos (such as by refusing to 
heal anally ora good-aligned creature) loses all spells and class 
features (except for proficiency with simple weapons and light 
armor). She cannot thereafter gain levels as a healer until she 
stones (see the atonement spell description, page 201 of the 


Player's Handbook). 


‘Healer Spell List 
Healers choose their spells from the following list 
O Level: create wate, cure minor wounds, deathwatch, detect magic, 
delet poison, light, mending, purify food and drink, read magic. 
Ist Level: bless water, cure light wounds, goodberry, protection from 
cul remave fea, remove paralysis, sanctuary, speak with animals. 
2nd Level: calm emotions, cure moderate wounds, delay poison, gentle 
ug remove blindnes/deafness, remove disease, lesser restoration 
and Level: close wounds, create fod ana water, cure serious wounds 
rneubalize poison, remove curse, restoration, status. 
4th Level: cure erical wounds, death ward, freedom of movement, 
mass cure light wound, panacea 
Sth Level: atonement, break enchantment, mass cure moderate 
| wounds, mise dead, revivfy®, stone to flesh, true seeing. 
th Level: greater restoration, heal, heroes’ feast, mass cure serious 
rate 
mass cure critical wounds, epulion, resurrection 
discern location, holy aura, mass heal 
9th Level: foresight, gate, true resurrection, 
New spell described in Chapter 2 of this book. 


wounds re 


|Human Healer Starting Package 
| Armor: Leather (+2 AC, speed 30 ft, 15 tb). 
| Weapons: Lngspea (18, it, 91, two-handed piercing) 
Light crossbow (ids, crit 19-20/2, range inc. $0 ft, 4 Ib, 
persia 
Skill Selection: Pick a number of skills equal to 5 + Int 
modifier. 


skill Ranks Ability Armor Check Penalty 
Concentration 4 Con = 
Heal 4 Wis = 
Diplomacy 4 Cha = 
Sense Motive 4 Wis — 
Handle Animal 4 Cha = 
Survival 4 Wis = 
Graft 4 Int = 
Listen (cc) 2 Wis ~ 
Search (cc) 2 Int - 


Feat: Scribe Scroll. 

Bonus Feat: Toughness, 

Deity: Pelor. 

Gear: Backpack with waterskin, one day's tral rations, bedrll 
sack, and flint and steel, Case with 10 crossbow bolts, Scroll of 
‘ave light wounds, Wooden holy symbol. Bullseye lantern, 5 pints 
of oil 

Gold: 244 gp. 


MARSHAL 


Sometimes itis not enough to be a conquering warrior, a cham- 
pion ofall that’ right, an experienced sellsword, or an elite foot 
soldier: Sometimes the circumstances require a solid commander 
of soldiers and situations. Sometimes the circumstances demand 
a marshal 

Marshalls inspire trust in those they lead. They earn that rust 
by slogging through harsh landscapes, dangerous battlefields, 
and haunted catacombs along with those under their command 
With a look, they can see where to best deploy their resources 
or come up witha sneaky ruse to fool their enemies. A marshal 
tactician’s mind, a cartographer’s overview of the disputed 
landscape (or dungeon warren), and a way with words that can 
inspire battle-hardened fighters to give ir their all when melee 
breaks out 

Adventures: Whether leading troops oa company of adven- 
turers, marshals accept commissions in return for their service 
Once a commission is accepted, most marshals feel honor- 
bound to see the contract through to its end, If the choice is 
between honoring the commission and the survival of his com- 
pany, though, many a marshal will break the commission and 
lead his forces to a new patron in distant lands 

Characteristics: Trained in the basics of fighting, marshals 
possess a general knowledge of weapons and armor. Their real 
strength is their ability to lead those who follow them to success 
they might not otherwise reach in combat, Marshals make pass 
able warriors themselves, when personal danger finds them. 

Alignment: Marshals may be of any alignment, Good-aligned 
marshals are often crusading leaders who seek out and fight 
evil. Lawful-aligned marshals accept commissions from people 
who face invasion by foreign aggressors, Chaotic-aligned mar- 


shals lead mercenaries to wherever the pay is best. Evil-aligned 
marshals tend to lead forces of foreign aggressors set on inva 
sion and plunder. 

Religion: Marshals often worship Heironeous (god of 
valor) or Kord (god of strength), Some worship St. Cuthbert 
(god of retribution), Hextor (god of tyranny), or Erythnul (god 
of slaughter) 

Background: Marshals come to their profession through 
study and desire, Most have had formal training in a noble’s 
army, where they were given positionsof authority. Others have 
trained in formal academies, preparing themselves for careers 
asa military officers, Marshals see others of their class as part of 


Mus, byD. Hanley 


‘Taste 1-5: THE MarsHaL 


a special group, especially those they have studied with. Ev 


enemy marshals can be afforded some respect, though the enemys 
forces must be crushed all the same. 

Races: Human marshals often follow in the footsteps of their 
parents, who served as officers in earlier wats, conflicts, or mer 
cenary companies, Dwarf marshals are trained ro lead strike 
teams thar protect the underground dwar- 
ven kingdoms. Elf marshals rarely enroll 
in military academies, though half-elves 

en do, Halore marshals fight an up 
hill battle in trying to garner respect in 
mixed-race units, 

Among the brutal humanoids, few 


1 enroll in the academies where 
the elite skills of command are taught 
Other Classes: The marshal relies on 
isses in all ways—it is his 
job to support a team, magnifying the 
strengths of each member for success in 
battles or forays into dangerous cavern 
complexes, 

Role: In most adventuring parties, the 
marshal serves as the lead tactician, while 
his comrades support him with spells, 
ranged attacks, and other effects. However, 
once a plan is in motion, most marshals 
center the melee to assure victory. 


GAME RULE 

INFORMATION 

Marshals have the following game statistics 
Abilities: Charisma is especially impor 

tant for marshals because it improves their 

standing with those they lead, as well as permit 

he efforts of the group. Constitution is 


Amarbal 


ting them to magnify 
important fora marshals staying power. Intelligenc 
tant for the many skills required by marshals to complete their 


impor- 


commissions, 
Alignment: Any, 
Hit Die: ds, 


Base Fort Ref will Auras Known 
Level ‘Attack Bonus Save Save. Save Special Minor Major 
vst +0 2 +0 2 ‘Skill Focus (Diplomacy), minoraura 1 0 
2nd “1 3 +0 43 Majoraura + 1 1 
3rd 2 3 4 8 - 2 1 
4th 3 +4 + “4 Grant move action 1/day 1 1 
sth 8 4 “ +4 = 4 2 
6th +4 + 2 ey ~ 3 2 
mh 45 5 2 45 Major aura +2 4 2 
8th +6/41 6 42 6 Grant move action 2/day 4 2 
3th 46/41 6 8 +6 = 5 3 
10th $7/42 7 8 47 = 5 3 
mith 18/43 7 8 7 = 5 3 
rath 49/4 8 “4 8 Grant move action 3/day 6 3 
13th 49/44 8 +4 8 = 6 3 
Vath +10/+5 9 4 re) Major aura +3 6 4 
15th 41/46/41 49 +5 9 = 1 4 
16th 42/47/42 +10 +5 +10 Grant move action 4/day 1 4 
th HATZ +10 45 40 - a 4 
18th $13/48/43 ol 6 oh) - 7 4 
19th 14/49/44 a 6 a = 4 4 
20th +15/+10/+5 #12 “6 2 Grant move action 5/day, major aura +4 gy 5 


Class Skills 


The marshal’ class skills (and the key ability for each skill) are 
Bluff (Cha), Diplomacy (Cha), Handle Animal (Cha), Intimidate 
(Cha), Knowledge (Int), Listen (Wis), Perform (Cha), Ride (Des! 
Sense Motive (Wis), Speak Language (n/a), Spot (Wis), Survival 
(Wis), and Swim (Str 

Skill Points at 1st Level: (4 + Int modifier) * 4. 

Skill Points at Each Additional Level: 4 + Int modifier. 


All of the following are class features of the marshal 
Weapon and Armor Proficiency: Marshals are pro- 
ficient with all simple and martial weapons, with all 
types of armor (heavy, medium, and light), and with 
shields (except tower shields) 

Auras (Ex): The marshal exerts an effect on 
allies in his vicinity. He can learn to produce dif 
ferent effects, or auras, aver the course of his 
career, The marshal may project one 
minor aura and (starting at 2nd level 

one major aura ata time. 

Projecting an aura is a swift action 

(see Chapter 2: Magic). The aura 
remains in effect until the marshal 
uses a free action to dismiss it or acti 
vates another aura of the same kind 
(major or minor), A marshal can have an 
‘aura active continually; thu: 
effect at the start of a combat encounter 
even before the marshal takes his 
first turn, 
Activating an aura involves harange 
ing, ordering, directing, encouraging, cajoling 
or calming allies. A marshal sizes up the enemy, allies, and the 
terrain, then gives allies the direction that they can use to do 
their best. 

Unless otherwise noted, a marshal’s aura affects all allies 
within 60 feet (including himself) who can hear the marshal 
Anally must have an Intelligence score of 3 or higher and be 
able to understand the marshals language to gain the bonus 
‘A marshal’ aura is dismissed if he is dazed, unconscious 


an aura can be in 


stunned, paralyzed, or otherwise unable to be heard or under- 
stood by his allies 

marshal begins play knowing one minor aura of his choice 
As his marshal level increases, he gains access to new auras, as 
indicated on Table 1-5: The Marsh 

All bonuses granted by a marshals auras are circumstance 
bonuses that do not stack with each other, 

Minor Aura: A minor aura lets allies add the marshal's 
Charisma bonus (iFany) to certain rolls 

Accuntle Strike: Bonus on rolls made to confirm critical hits. 

Av of War: Bonus on disarm, trip, bull rush, and sunder 
attempts, 

Demand Fortitude: Bonus on Fortitude saves, 

Determined Caster: Bonus on rolls to overcome spell resistance, 

Force of Will: Bonus on Will saves. 

Master of Opportunity: Bonus to Armor Class against attacks of 
opportunity. 

Master of Tactes: Bonus on damage rolls when flanking 

Motivate Charisma: Bonus on Charisma checks and C 
based skill checks. 

Motivate Consitution: Bonus on Constitution checks and Con 
stitution-based skill checks 

Motivate Dexterity: Bonus on Dexterity checks, Dexterity-based 
skill checks, and initiative checks 

Motivate Intelligence: Bonus on Intelligence checks and Intelli- 
sgence-based skill checks, 

Motivate Stength: Bonus on Strength checks and Strength-based 
skill checks. 

Molvate Wisdom: Bonus on Wisdom checks and Wisdom-based 
Skill checks. 

Over the Top: Bonus on damage rolls when charging. 

Watchful Eye: Bonus on Reflex saves. 

Major Aura: Beginning at 2nd level, a marshal can project a 
rsjor aura in addition to his minor aura. A major aura lets allies 
add +1 10 certain rolls. This bonus improves by +1 at 7th, 14th, 
and 20th level 

arly Soldiers The marshal’ allies gain damage reduction equal 
the aura provides, For example, if the 
marshal is 10th level, everyone affected gains DR 2/ 

Motivate Andor: Bonus on damage rolls 

Motivate Attack: Bonus on melee attack rolls. 

Motivate Care: Bonus to Armor Class 

Motivate Urgency: Allies’ base land speed is increased by 
number of feet equal to 5 x the amount of bonus the aura pro: 
vides. For example, the allies of a 10th-level marshal (+2 major 
aura) add 10 feet to their base land speed. 

Resilient Troops: Bonus on all saves. 

Sealy Hand: Bonus on ranged attack rolls, 

Skill Focus (Diplomacy): Because a marshal has a way with 
people, he gains this fear as a bonus feat. Ifthe marshal already 
hasthe feat, he can choose a different one. 

Grant Move Action (E: iting at 4th level,a marshal can 
direct and motivate his allies to act immediately. Once per day, as 
a standard action, he may grant an extra move action to any or all 
of hisallies within 30 feet (bur notto himself), Eachof the affected 
allies takes this extra move action immediately, acting in their 
current initiative order. This extra action does not affect the allies’ 
initiative count;the round continues normally afte the marshal’s 
tum isover. (This may mean, for example, that anally whose ini 
tative count immediately follows the marshal’s may get an extra 
move action from the marshal, followed directly by a full round 
worth of actions on the ally’s turn.) 

‘rath level,« marshal gains the ability to grantan extra move 
action to his allies twice per day The frequency increases to three 


arisma 


to the amount of bos 


times per day at 12th level, four times per day at teth level, and 
five times perday at 20th level 

Acharactercan take only one extra move action per round. (In 
other words, two marshals cant use this ability on the same ally 
in the same round.) Ifan ally chooses nor to take the extra move 
action, itis lost 


Half-Elf Marshal Starting Package 


ale mail (+4 AC, armor check penalty 4, speed 20 


1o lb), 


1b, one-handed, 


Heavy wooden shield (+2 AC, armor check penalty 

Weapons: Longsword (1d8, crit 19-20/x 
slashing), 

Shortbow (ids, crit <3, range inc. 60 ft, 2 Ib, piercing). 

Skill Selection; Pick a number of skills equal to 4 + Int 
modifier 


skill Ranks Ability Armor Check Penalty 
Diplomacy 4 Cha = 
Intimidate 4 Cha — 
Listen 4 Wis = 
Ride 4 Dex — 
Spot 4 Wis = 
Swim 4 Str 12 
Gather Information (ee) 2 Cha = 
Climb (ec) 2 Sw 6 
jump (ce) ES 6 


Feat: Weapon Focus (longsword) 
Minor Aura: Master of tactics. 
Gear: Backpack with waterskin, one 
sack, and flint and steel. Quiver with 
5 pints of oil 
Gold: 244 gp, 


1y's trail rations, bedroll, 
0 arrows.Bullseye lantern, 
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WARMAGE 


Some spellcasters care for only one thing: war, They dream 
of steel and mighty blasts of devastating magic, the march of 
troops, and the unleashed destruction found on battlefields 
everywhere 

Graduates of special arcane war colleges, those known as 
warmages are drilled only and utterly in the casting of spells, 
most useful for laying down destruction, confusing an enemy, 
or screening an allied action, The utilitarian spells 
used by wizards and sorcerers have little importance 
to the warmages way of thinking. What are support 
casters for, after all? The warmage cares only for 


success on the battlefield, oF, in some cases, in the 
series of smaller campaigns favored by adven- 
turing compani 

Adventures: Warmages sign up for 
stints with adventuring companies that 
require straightforward, military 
style blasting magic. Warmages 
hone and develop their arts through 
action rather than study, so with- 
out prolonged use oftheir powers’ warmage 
in combat they cannot reach the 
pinnacle of their profession, 

Good-aligned warmages are con. 
cerned with rebuffing the movements 
of warlike groups—who better to blast 
into smoking ruin than those who have 
it coming? Evil-aligned warmages feel 
no constraints on who might become the 
targets oftheir spells. They adventure to gain 
destructive power: 

Characteristics: Warmages access their 
‘magic peculiarly at least compared to the way 
wizards, sorcerers, and cleric do its. A war- 
sage selects his spells from a limited pool of 
knowledge that rarely changes, Early in his dif 
ficult training, each warmage instills deep within 
himself the knowledge of all the spells hell ever 
need, Warmages know fewer spells than wizards 
and sorcerers do, but the spells they do know are 
enhanced. A warmage does not need to study a spell- 
book, but does need to prepare his spells each day by 
spending time to call up the knowledge from his 
unconscious mind, Warmages do not specialize in certain 
schools of magic the way wizards may. 


In their time spent training, warmages also learn a few 
mundane warlike skills, They develop proficiency with some 
weapons and armor. They learn to use such items without incur 
ring a risk of spell failure. 

Alignment; Because all alignments must be prepared to fight 
for their causes, warmages might be found among virtually any 
army that uses spelleasting as artillery on the battlefield. 

Religion: Some warmages fayor Boccob (god of magic), while 
others follow Wee Jas (goddess of death and magic). Many war 
mages revere no deity at all 

Background: Warmages are chosen (or apply) to attend spe 
cial arcane war colleges. Such colleges are not for the weak of 
spirit. The rigors of both body and mind bear little resemblance 
to the apprenticeship undergone by regular wizards, or the self 
taught fumbling of sorcerers. Warmage colleges are more similar 
to boot camps sponsored by large nation-states, Throughout their 
training, warmages are forced to constantly wear ponderous 


garments (meant to familiarize their bodies with the limita- 
tions of movement in armor) while drilling constantly with 
spells, most of which are too high in level to be east by the stu 
dent. This vigorous drilling instills the spells in the warmage’s 
unconscious mind, so that as he grows in power later in life 
those spells become available for his use without his needing 
a spellbook 

After their training, warmages share a deep feeling of came 
raderie with their fellow students, and continue to feel a slight 
affection for any well-run military outfit. 

Races: Most warmages are humans or half-elves, But the 
roughness of spirit needed to survive a term at an arcane war col: 
lege can manifest itself in any of the common races, 

Itis rare for savage humanoids to be accepted into a war 
college, though some of the more organized societies 
‘may set up their own warcolleges for arcane spellcasters. 

Other Classes: Warmages find they have 
little in common with sorcerers and wizards 


who learn their craft without the rigors or dis 
cipline of the warmage’s apprenticeship. In 
fact, warmages are likely to be more comfort 
iE able with the regimented classes—those that 
appreciate military training, such as paladins 
monks, and fighters, 

Role: The warmage’s spell selection 1s 
already determined. He is the ranged magical 
artillery that military troops rely on. 
or the center of a smaller adven- 
turing company's offensive 
power. An adventuring com 
pany with a warmage should 
strongly consider including 
second spelleaster, such as a bard, cleric, druid 
healer, or even a wizard, to complement the 
warmages offensive focus with defensive and 
utilitarian abilities, 


GAME RULE INFORMATION 
‘Warmages have the following game statistics 
Abilities: Charisma determines how power 
fala spell a warmage can cast, how many spells the 
warmage can cast per day, and how hard those spells are to resis Ty 
(see Spells, below), Like a sorcerer or wizard, a warmage benefits 
from high Dexterity and Constitution scores. 
Alignment: Any. 
Hit Die: de, 


Class Skills 


The warma 


class skills (and the key ability for each skill) ae 
Concentration (Con), Craft (Ine), Intimidate (Cha), Knowledge 
(arcana) (Int), Knowledge (history) (Int), Profession (Wis), and 
Spelleraft (Int). 

Skill Points at 1st Level: (2 + Int modifier) x 4 

Skill Points at Each Additional Level: 2 + Int modifie: 


Class Features 
Allof the following are class features of the warmage, 
‘Weapon and Armor Proficiency: Warmages are proficies 
‘with all simple weapons, light armor, and light shields, At 
level, a warmage gains proficiency with medium armor, (Seale 
Armored Mage, below.) 
Spells: A warmage casts arcane spells (the same type & 
spells available to sorcerers and wizards), which are drawn frox 
the warmage spell list given below, He can cast any spell hi 


damage normally, plus an extra 3 points of damage due to his 
Intelligence bonus. 
To cast a spell, a warmage must have a Charisma A single spell can never gain this extra damage more 


score of 10+ the spells level (Cha 10 for O-level = than once per casting, For instance, a fireball deals 
spells, Cha 11 for tstlevel spells, and s0 7 i QQ the extra damage to all creatures in the area it 


knows without preparing it ahead of time the way a cleric or 
Wizard must 


forth). The Difficulty Class for a saving > f &_ affects. However, ifa 3rd-level warmage casts 
throw against a warmages spell is 10 + the spells | magic missileand produces two missiles, only 
level + the warmage’s Charisma modifier, ) one of them (of the warmage’s choice) gains the extra 
Like other spellcasters,a warmage can cast only ‘ damage, even if both missiles are directed at the same target. 
a certain number of spells of each spel level per \, {,  Maspell deals damage for more than one round, it gains this 
chy His base daily spell allotment is given on extra damage in each round. 
Table 1~6:TThe Warmage. In addition, he receives 7 Advanced Learning (Ex): At 3rd, oth, 11th, and 16th 
bonus spells for a high Charisma score (see \\. level, a warmage may adda new spell to his or her list, repre 
Table 1-1, page 8 of the Player's Handbook). \\\ senting the result of personal study and experimentation. 
Unlike a cleric or wizard, a warmage need 4 The spell must be a wizard spell of the evocation school, and 
not prepare his spells in advance. He can ofa level no higher than that of the highest-level spell the 
castany spell he knows at any time, assum- wwarmage already knows. Once a new spell is selected, itis 
ing he has not yer used up his spells per \Y/ forever added ro that warmage's spell list and 
day for that spell level. t _y may be cast just like any other spell 
Armored Mage (Ex): Normally, armor on the warmage' list. 
of any type interferes with an arcane spell- Sudden Empower: At 7th level, a 
casters gestures, which can cause his \ warmage gains Sudden Empower 
spells to fail (if those spells have somatic (described later in this chapter) as a 
components), Warmages' limited focus and bonus feat. Ifthe warmage already has 
specialized training, however, allow them to the feat, he can choose a different one 
avoid arcane spell failure as long as they Sudden Enlarge: At 10th level, a warmag: 
tolight armor and light shields. Thistraining | gains Sudden Enlarge (described later in this 
does not extend to medium or heavier chapter) asa bonus feat, Ifthe warmage already has 
armors, nor to heavy shields, Nor does this abil- the feat, he can choose a different one, 
ity apply to spells gained from a different spell- > Sudden Widen: Ar 15th level, a war- 
casting clas mage gains Sudden Widen (described 
Arsth Lei later in this chapter) asa bonus feat. If 
armor with no chance of arcane spell failure, the warmage already has the feat, he can 
‘Warmage Edge (Ex): Warmagesare specialized choose a different one. 
indealing damage with their spells. Whenever Sudden Maximize: At 20th level, a 
a warmage casts a spell that deals hit point warmage 
damage, he adds his Intelligence bonus (if (described later in this chapter) as a 
any) 10 the amount of damage dealt, For i bonus feat, If the warmage already 
instance, fa tstlevel warmage with 17 Intel- SP” Vida, hhas the feat, he ean choose a 
ligence casts magic missile, he deals 1d4+1 points of Half ElpDreid ent one, 


J, a warmage learns to use medium 


ains Sudden Maximize 


‘Taste 1-6: THe WARMAGE 


Base Fort Ref will ——— Spats per Day 
level Attack Bonus Save Save Save Special 0 Ist 2nd 3rd 4th Sth 6th 7th 8th oth 
ist 40 40 40 +2—Armored mage (light), a 
warmage edge 

Ind +1 ae a (eS Sa SSS 
ad 4H 41H 43 Advanced learning 65 —-------- 
4h 42 "ee RE SaaS 

sth 42 ee Se 
6h 43 +242 45 Advanced learning 6 6 5 3 — — — — — — 
Th 43 42 42 45 Sudden Empower a =| ——]——— 
Bh +4 +2 +2 +6 Armored mage (medium) (i a 
oth 44 a 48 46 = 666 6 4 ~~~ — 
Toth 45 434347 Sudden Enlarge 6 6 6 6 $ 3 ~~ — — 
Mth 45 434347 Advanced learning 66 6 6 6 4 ~~ ~~ 
Vth 46/41 ae a a 6 6 6 6 6 5 3 — — 
Vath 46/47 oe 66 6 6 6 6 4 — 

Vth 47/42 446 49 6 6 6 6 6 6 5 3 

WSth 47/42 45 45 49 Sudden Widen, 6 6 6 6 6 6 6 4 

Veh 48/43 45° +5 +10 Advanced learning 6 6 6 6 6 6 6 5 

1th 48/43 5 45 HO 6 6 6 6 6 6 6 6 

With 49/44 4 46 411 — EC TTC 

18h 49/44 646 AT = 66 6 6 6 6 6 6 

20th Sudden Maximize 6 6 6 6 6 6 6 6 
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Warmage Spell List 
armages choose their spells from the following list. 
0 Level: acid splash, disrupt undead, light, ray of frost 

Ast Level: lesser acid orb”, burning hands, chill to 
orb’, lesser electric ovb®, lesser five or 


Hy, lesser cold 


magic missile, shocking grasp, 
sleep, lesser sonic orb®, true strike 

and 
Ing sphere, Melf’s acid arrow, pyrotechnics, scorching ray, shatter 

3rd Level: fire shield, fireball, flan 
lightning bolt, porson, ring of blades, sl 

4th Level: blast of flame’, contagion 
smal killer shout, wall offre 

Sth Level: arc of lightning’, clowdkill, cone of cold, 
legions fire shield®, greater fireburst®, flamestrike 

6th Level: acid fog, blade barrier chain lightning, 
circle of death, disintegrate, 


evel: blades of five®, continual flame, fircburst®, five trup, flan 


arrow, gust of wind, ce storm, 
storm, stinking cloud. 
Evans bla 


fine weeds, tlk’ freezing /)/ / 


sphere, Tensers transformation. 

7th Level: delayed blast fireball, 
finger of death, fire storm, Monten! 
sive 


ethquake, J// 


d, prismatic spray, sun 
exhaustion, 

8th Level: grater shout, horrid wilt 
ing, incendiary cloud, polar ray, prismatic 2 
wall, scintillating pattern, sunburst 


tmplo- 
sion, meteor swarm, prismatic sphere, wail 
of the banshee, weird. 


New spell described in Chaprer 2 of this book. 


Human Warmage Starting Package 
‘Armor: Studded leather (+3 AC, armor check 
penalty -1, speed 30 ft. 20 Ib.) 
‘Weapons: Spear (18, crit x3, range inc. 20 ft, 6 
1b, two-handed, piercing 
Light crossbow (1d8, crit 19~20/%2, range 
ine. 80 ft,, 4 Ib., piercing) 
Skill Selection: Pick a number of skills 
equal to 3+ Int modifier. 


Mls. by D. Hanley 
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Tante 1-7: THE BONDED SUMMONER 


ienmunity to critical hits 


skill Ranks Ability Armor Check Penalty 
Spelicraft 4 Int - 
Concentration 4 Con = 
Knowledge (arcana) 4 Int - 
intimidate 4 Cha - 
Survival (ec) 2 Wis - 
Diplomacy (cc) 2 Cha _ 
Hide (cc) 2 Dex mI 


Feat: Combat Casting, 

Bonus Feat: Toughness. 

Gear: Backpack with waterskin, one day's trail rations, bedroll, 
sack, and flint and steel, Case with 10 crossbow bolts. Spell com 
ponent pouch. Three torches, 

Gold: 1d4 gp. 


This section details seven new prestige classes, briefly 
\ described below. 

Bonded Summoner: A spellcaster with strong ele 
mental ties 
Dragon Samurai: A warrior with draconic traits 

Havoc Mage: An arcane spelleaster who ca 
spells while making physical attacks. 
Skullclan Hunter: A ruthless stalker of the 
undead 

Tactical Soldier: The master of melee 
teamwork. 
War Hulk: A giant trained to hammer 
smaller foes. 
// archi: savage bate leader 


2 


{He who learns o leash the furies of the Elemental Planes 
is known as a bonded summoner. The mightiest mani: 


OF festation of those planes, in their various potencies, is the 


m1 


elemental. And the bonded summoner knows elementals. 


He has studied their ways, means, origins, and formation, He 


instinctively knows an elemental’s strengths and develops 
=, an unbreakable bond with a powerful ele 
s, lon. As this bond deepens over time, 
moner's kinship with the elemental fore 


ental compan 
fhe bonded suns 
he controls 


Spells per Day 


+1 level of existing arcane spellcasting class 


level of existing arcane spelicasting class. 


+1 level of existing arcane spellcasting class 
stun 
+1 level of existing arcane spelicasting class 


Base Fort Ref will 
Level Attack Bonus Save Save Save Special 
Ist 40 40 30 42 Elemental companion (Medium), 
resistance to energy 5 
2nd +1 o 0 8 — 
ard 41 +1 41 43. Elemental companion (Large), 
resistance to energy 10, immunity to sleep 
4th 42 eee) 
Sth 42 +141 44 Eleental companion (Huge), 
resistance to energy 15, immunity to poison 
6th 43 2 42 6S — 
th 43 4242. -45-—_Eleental companion (greater), 
resistance to energy 20, immunity to paralysis, 
8th + 242 46 
9th +4 +3. 43. +6 Elemental companion (elder), 
cannot be flanked, immunity to energy 
Toh +5 43. 43. +7_—_Elemental form, elemental type, 


+1 level of existing arcane spellcasting class 


deepens, blurring the line between summoner 
and summoned, Eventually, this journey of 


discovery leads to his own ability to take on 


the form of that which he could for 
merly only summon 

The knowledge required to learn 
the secrets of the Outer Planes is 
cane in nature, and thus this 
prestige class is filled mostly 
with sorcerers and wizards 


though anyone else who meets. 
the requirements may choose 
cotake th 


journey ofa bond: 
edsummoner. 
NPC bonded summoners 


ually loners, though 


cialists or fellow bonded sum 
moners of their element if 
J. Other NPC bond- 


ed summoners are content t0 


join their abilities with com: 
panies of adventurers to explore 
ll the avenues of elementals, 
iecause a bonded summoner 


brings with him a powerful 
ally, most groups are happy to 
form such an alliance 

Hit Die: ds 


A bonded summoner 


REQUIREMENTS 
To qualify to become a bonded summoner, a charac 
ter must fulfil all the following criteria. 


skills: 
Speake Languag 
or Terran’ 


Knowledge (the planes) § ranks 
Aquan, 


Spells: Able to cast 2nd-level 
arcane spells 
Spe 


Must have a familar 


CLASS SKILLS 

The bonded summoner’s class 
skills are Concentration (Con 

Craft (Int), Decipher Script (Int 

Knowledge (Int), Profession (Wis 

and Spelleraft (Int 

Skill Points at Each Level: 2 

Int modifier. 


CLASS FEATURES 
All of the following are class fea 
tures of the bonded summoner 
prestige class 
Weapon and Armor Proficiency: 
Bonded summoners gain no profi 
ciency with any weapon or armor, 
ells per Day: At every even: 


numbered level gained in the bonded 


summoner class, the character gains new 


spells per day as ifhe had also gained a level in 


an arcane spelleasting class he belonged to 


before adding the prestige class. He does 


BONDED SUMMONER’S ELEMENTAL 
COMPANION 


Abonded summoner has an elemental companion that starts at Medium 


size and grows larger as the bonded summoner's level increases 


‘Arcane 

Level Special 

Uptosth Deliver touch spells, devotion, empathic link, 
improved evasion, share spells 

Sth-11th Spell resistance 


12th orhigher Improved speed 
Elemental Companion Basics: Use the statistics for an elemental of the 
‘appropriate size as found in the Monster Manual, but make the follow- 
ing changes: 

ek The bonded summoner’s total of levels in the bonded 
immaner class and other arcane spelicasting classes. 

Deliver Touch Spells (Su): A companion can deliver touch spells for 


‘Arcane Li 


bonded summoner. If the bonded summoner and the companion 
aren contact at the time the bonded summoner casts a touch spell, he 
his companion as the “toucher.” The companion can 
then deliver the touch spell just as the bonded summoner could, AS 
IF the bonded summoner casts another touch spell before the 
touch |s delivered, the touch spell dissipates, 
Devotion (Ex): An elemental companion’s devotion to the bonded 
summoner is so complete that it gains a +4 morale bonus on Will 
gainst enchantment spells and effects. 
Empathic Link (Su): The bonded summoner has an empathic link 
hs elemer 


ntal companiion out to a distance of 1 mile. The bonded 


summoner cannot see through the companion's eyes, but they can 
communicate empathically. Note that even intelligent 
see the world differently from hu 


always possible 


ns, so misunderstandings are 


Because of this empathic link, the bonded summoner has the 
same connection to an item or place that his companion does, just 
as a master and his familiar (see the Familiars sidebar, page 52 of 
the Player's Handbook) 

Improved Evasion (Ex): When subjected to an attack that normally 
allows a Reflex save for half damage, an elemental companion takes no 


damage ifit makes a successful saving 
the saving throw fails 


ow and half darnage even if 


Share Spells: At the bonded summoner's option, he may have any 
spell (but not any spell-like ability) he casts on himselfalso affect his 
elemental companion. The companion must be within 5 feet at 
time of casting to receive the benefit. If the spell or effect has a d 


tion other than Instantaneous, it stops affecting the companion if 


creature moves farther than 5 feet away and will not affect the compan. 
ion again even if t returns to the bonded summoner before the dura: 
tion expires. Additionally, the bonded summoner may cast a spell 


a target of “You" on his companion (as a touch range spell) instead of 
‘on himself. A bonded summoner and his companion can share spells 
pels normally do not affect elementals 

Spell Resistance (Ex): Ifthe bonded summoner's arcane spellcaster 
level is Sth or higher, an elemental companion gains spell resistance 
equal to the bonded summoner's arcane spellcaster level + 5 

Improved Speed (Ex): All of the elemental companion's speed figures 
Increase by 10 feet 


even if 


iS 


‘Purple Dragon Knight illus by G. Staples 
‘Dragon Samuraiillas. by Hainsine 


e, but he must still wait 24 hours before summoning 
another elemental. 

Resistance to Energy (Ex): A bonded summoner gains resis. 
ance S against the energy type associated with his element of study. 


Element Energy 
‘ie Electricity 
Earth Acid 
Fire Fite 
Water Cold 


At3rd level, this resistance improves to 10, At Sth level, itimproves 
to 15. At 7th level, it improves to 20. At 9th level, the character 
gains immunity to the energy type in question. 

Immunities (Ex): Over time, a bonded summoner slowly 
turns into an elemental, gaining an elemenral’s immunities along 
the way. 

‘At 3rd level, he becomes immune to sleep effects. 

Atsth level, he becomes immune to poison, 

At 7th ki 

At toth level, he is no longer subject to critical hits 

Cannot Be Elanked (Ex): Ar 3th level, a bonded summoner 
has become so much like an elemental that he loses the normal 
human orientation toward “front” and “back. Like an elemental 
he cant be flanked. 

Elemental Form (Su): Ar 10th Le 
gains the ability to turn himself into an elemental and back again 


evel, he becomes immune to paralysis and stunning. 


a bonded summoner 


once per day. This elemental is an elder elemental of the bond: 


wt JAY 
é SAY 


ed summoners element of study. This 
ability functions like the polymorph spell 
except as noted here. The effect lasts for 
10 hours, or until the bonded summoner 


not, however, gain all the benefits 
character of that class would have changes back. Changing form (to elemen: 


gained (mi tal or back) isa standard action that does not 


nagic or item cre 
ation feats, and so on), except for provoke an attack of opportunity 
Elemental Type: At 10th le 
moner’s type changes to elemental, and he gains 
Lthe subtype of the appropriate element. He loses any 
other elemental subtypes he may have 


cl, a bonded sum: 


aan increased effective level of spell 
casting. If a character had more 
than one arcane spellcasting 
class before becoming a bonded ff 
summoner, he must decide to | 
which class he adds the new 
level for purposes of determin: 
ing spells per day 

Elemental Companion (Ex): 
At tst level, a bonded summoner 
picks his 
earth, fire, or water, This choice 
cannot be changed. The bonded 
summoner calls a Medium 
mental of the type chosen, which 


Dragon samurai are dedicated warriors, members of 


2 special, self-se 


art 
-cted class who revere dragon: 
kind and emulate dragons’ ferocious martial abil 
ities to the point of taking on some draconic 
traits, Unlike noble samur 
their role and into a system of allegiance, 


ment of study: air, 


vho are born to 


dragon samurai are made, not born. Some- | 
fall our of the 
system and find their way into a dragon clan 
see below), but more often, those previously unfet 
fealty 
A copperdragen samurai to a chosen dragon clan. It is then 
that they begin their training in 
the arts of draconic warfare and discipline. 
Each dr. 
Ider elemental. ® which there ar 


replaces his familiar. The elemen times, orthodox samur 


tal gets abilities according to the 
information in the accompanying 
sidebar, 

At 3rd level, his elemental companion 
grows to Large. At Sth level, it grows to 
Huge. At7th level, the companion becomes 


tered with allegiance swe: 


4 greater elemental, and at 9th level it be nurai is bound to a single dragon clan, of 


n. Five good dragon clans are each devoted 
toa kind of metallic dragon, and five evil dragon clans are 
each devoted to a kind of chromatic dragon. 


comes an 


Ifthe elemental companion dies, the bond 
ed summoner takes damage equal to the ele 
mental’s Hit Dice. The bonded summoner also 
takes 1d4 points of damage to each ability score. A 
new elemental of the same kind as the old one may 
be summoned 24 hours later. A bonded summon 


Dragon samurai adhere to their own unique bushido (a 
samurais code of honor). However, they swear loyalty and 
obedie 
true to her bushido, in time the fires of the dragon awaken 
within her 


toacclan, not toa lord. Ifa dragon samurai remains 


may dismiss his elemental at any time without taking this 


Martial classes of all types can apply for membership in 
dragon clans, Basically, anyone with an abiding interest in or 
reverence for dragons may eventually qualify for clan member 
ship. Ifthe dragon's roarisas a song to one’s ears, she should con: 
sider becoming a dragon samurai 

NPC dragon samurai are solid, stalwart warriors of their clans 
They advance the clan's secret agendas, which can be as simp 
4 quick commission or as grand as an all-consuming crusade. 
Hit Die: dio, 


REQUIREMENTS 
To qualify to become a dragon samurai, achat 
the following criteria, 
Alignment: Depends on the color of the dragon samurai’s 
clan, as follows. 
Black, Red, or White: Chaotic neutral, neutral evil, or chaotic evi 
Blue or Green: Lawful neutral, lawful evil, or neutral evil 
Brass or Copper: Neutral good, chaotic good, or chaotic neutral 
Bronze, Gold or Siler: Lawful good, neutral good, or lawful neural. 
Base Attack Bonus: +5 
Skills: Knowledge (arcana) 2 ranks. 
Special: The character must have no experience as a dragon 
samurai ofa different clan, 


CLASS SKILLS 
Adragon samurais class skills (and the key ability for each skill) 
are Climb (Str), Concentration (Con), Craft (Int), Diplomacy 
(Cha), Intimidate (Cha), Jump (Ste), Profession (Wis), Ride (Dex), 
Sense Motive (Wis), and Swim (Str 
Skill Points at Each Level: 2 + Int modifier 


ter must fulfill all 


Taste 1-8: THE DRAGON SAMURAI 
Base 

Attack Fort Ref will 

Level Bonus Save Save Save 

Tse 0 2) e402 


Special 
Dragon breath, 
resistance to energy 5 


tnd 414340 43—_Dragon friend 

Sid 42434143 mmune to dragon fear 

4th 43 +4 +1 +4—_Elemental weapon +146 
| Sth 24744 Resistance to energy 10 

6h +4 454245. Dragon ride 

Th 45-45-42 -45-Resistance to energy 15) 

th 46 464246 Blind-Fight 


wh 46 G3 46 
Wh 47 474347 


Elemental weapon +246 
Resistance to energy 20 


| CLASS FEATURES 
| _Allofthe following are class features of the dragon samurai pres 
tige las, 
on and Armor Proficiency 
proficiency with any weapon or armor. 
Dragon Breath (Su): A dragon samurai can use a breath weap- 
} once per day as a standard action, The type of breath weapon 
depends on the colar of the dragon samurai clan, as noted below. 
The breath weapon deals 1d8 points of damage per class level 
The Reflex save DC for the breath weapon is 10 + the dragon 
samurai class level + the dragon samurai’ Con modifier. 
\adragon samurai already hasa breath weapon of the same type, 
the damage stacks. For example, ifa half-dragon character has a 
breath weapon dealing 6d8 points of damage once per day, and 
sins a breath weapon of the same type thar deals 2d8 points of 
damage for being a 2nd-level dragon samurai, her damage increases 
twads, She still gets to use her breath weapon only once per day. 


Dragon samurai gain no 


Color Energy Breath Weapon 
Black acid 60-ft line of acid 

Blue electricity 60. line of lightning 

Green acid 30%. cone of corrosive (acid) gas 
Red fire 30-f. cone of fire 

White cold 304 cone of cold 

Brass fire 6O-ft. line offre 


60-4, ine of lightning. 
60-4 line of acid 

Gold fire 30, cone of fire 

Silver cold 30-f. cane of cold 

"Breath weapon sizes given here are for Medium creatures, For crea: 
tures of other sizes, see the Dragon Breath Weapons table on page 
69 of the Monster Manual 


Bronze electricity 
Copper acid 


Resistance to Energy (Su): A dragon samurai gains resist- 
ance 5 against attacks involving the same energy type as the 
character's breath weapon (for example, acid for a green dragon 
samurai). At sth level, the resistance improves to 10. At7th level 
itimproves to 15, and at 10th level it becomes 20. 

Dragon Friend (Ex): Starting at 2nd level, a dragon samurai 
gets a +4 circumstance bonus on all Charisma-based checks 
when dealing with dragons of his clans color 

Immune to Dragon Fear (Ex): Starting at 3rd level, a dragon 
samurai is immune to fear effects from a dragon of her clans color. 

Elemental Weapon (Su): Starting at 4th level, a dragon simu- 
rai can endow a melee weapon with elemental energy while she 
‘wields it in battle. This energy is of the same type as her breath 
weapon. Causing a weapon or weapons to gain this feature is a 
free action. At 4th level, the melee weapon deals an extra 1d6 
points of energy damage, and this extra damage increases to 26 
av oth level. This extra damage does stack with any energy dam- 
age the weapon may already deal 

Dragon Ride (Ex): Starting at 6th level, a dragon samurai gets 
+4 bonus on all Ride checks while riding a dragon 


Lion Falcon Monk 


5 
5 
fe 


us. by T: Hairsine 


Blind-Fight: At sth level a¢ 
If the character already has the feat, she 


agon samurai gains Blind-F 


rank combatants, Not so the havoc mage, who shares 


ter as with a wizard. The havoc 


less ab: 


mage has learned to toss off spells with suc don 


he car head-to-head with both sword and spe 
incurring the bitter consequences other spellcasters must con 
tend with. A havoc mage is interested in maxin nage in the 


amount of time, by dint of a quick spell cast an 


least expects it 
A havoc magi 


must first learn the ways of arcane magic, sc 


are sorcerers and wizards, These normally sedare characters a 


drawn to rd can be 


frenzy of battle, during which a flashir 


ust as effective in their own hands as a well-timed spell. 


NPC havoc mages are more likely than other spellcasters to 


ne adventurers, since they are adept both at arms and 


However 


magi most successful havoc mages are those 


heir talents with those of a balanced 


ants and spellcasters, 


Hit Die: ds 


IREMENTS 


EQt 


must fulfill all the 


Base Attack Bonus: +4 
Skills: Knowledge 
Spells: Able 


arcana) 5 ranks. 


cast 2nd-level arcane spells 


LASS SKILLS 


The havoc mage’s class skills (and the key ability for each skill 


are Climb (Ste), Concentration (Con), Craft (Int), Handle Ani 
(Cha), Intimidate (Cha), Jump (Str), Knowledge (arcana| 
Ride (Dex), Spellcraft (Int), and Swim (Str 


ill Points at Each Level: 2 + Int modifier. 


LASS FEATURES 
All of the following are class features of the havoc may 

w 
ficiency with any weapo 


pon and Armor Proficis 


icy: Havoc mages gai 


Spells per Day: At 2nd, 4th, and Sth level, a havoc mage gains 


vc mage 


Battlecast (Ex): A have 


spells of a certain level or lower while making a weapon 


mage gains the ability to cast 


He may take a full-round action to attack and cast a spell. The 


spell must be an arcane spell he knows of 2nd level or lower with 


a casting time of 1 standard action or less. When using his battle 


cast ability, a havoc mage may cast spells n 


ponents even if he has no free hands. Using battlecast does not 


provoke attacks of opportunit 


At 3rd level and higher, ah: 1 battlecast a spell 


of 4th level or lower. At Sth level, a havoc mage can battlecast 


The battlec 


bility does not grant a havoc mage any relief 
ailure 


hance imparted by armor 


SKULLCLAN HUNTER 


new spells per day as if he had also gained a level in an arcane 
spelleasting class he belonged to before adding the prestige c 

He does not, however, gain all the benefits a character 

lass would have gained (metamagic or item creation feats, and 


for an increased effective le 


50 on), excep' 1 of spellcasting. If 
a character had more than one arcane spellcasting class before 
becoming a havoc mage, he must decide to which class he adds 
the new level for purposes of determining spells per day 


Taste 1-9: THE Havoc MAGE 


The skullclan hunter is the acclaim f unlife. He champi: 


life by tracking and eradi res that mock it 


with evil intent, His devotion to his task is such that he spends 


noonless nights and weary days tracking undead to their lairs,or 
when possible, joining a military band that is likely to come 


inst a legion of the dead. 


Base Fort Ref Will 
Level Attack Bonus Save. Save Save. Special Spells per Day 
Ist +0 #2 +0 2 Battlecast 2nd 

4 1 3 0 3 +1 level of existing arcane spellca a 
3rd 2 8 4 8 Battlecast 4th 
ath 3 4 1 4 +1 level of existing arcane spelicasting clas 
Sth “8 “4 "1 4 Battlecast 8th #1 level of existing arcane spelicasting class 


A skullelan hunteris most often a rogue who has had a terrible 
encounter with a creature of unlife. Because of that encounter, 
he comes to realize that using his own skills ng crea 
tures only serves to create more fodder for unlife to take root, so 
he dedicates himself to the et 1. Following 
through on this decision, he takes up the cleric class to gain the 
abilty o turn undead (and perhaps to acquire the needed know!- 
tdge of religion more quickly). Mukiclass rogue/clerics are the 
characters best suited for this class. 

NPC skullelan hunters fill out special positions in companies 
that know they will soon be threatened by undead. While a skull 
clan hunters abilities are still useful in situations other than the 
immediate threat of undead action, the character relly shines only 
when purting the fear of discorporation into sentient undead 
Hit Die: 


REQUIREMENTS 
To qualify to become a skullclan hunter, a character must fulfill 
allthe following criteria 


ainst li 


ication of und 


Alignment: Any good 
Skills: Knowledge (religion) 8 ranks 
Special: Able to turn undead; sneak attack +246, 


CLASS SKILLS 
The skullclan hunter's class skills (and the key ability for each 
skill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), 
Decipher Script (Int), Diplomacy (Cha), Disable Device (Int), 
scape Artist (Dex), Forgery (Int), Gather 


Disguise (Cha), 
Information (Cha 
Knowledge (arcana) (Int), Knowledge (religion) (Int), Listen 


Hide (Dex), Intimidate (Cha), Jump (Str), 


A reggie who bas become a skullelan hunter 


(Wis), Mave Silently (Dex), Open Lock (Dex), Search (Int), Sense 
Motive (Wis), Spot (Wis), Swim (Str), and Tumble (Dex). 
Skill Points at Each Level: 6 + Int modifier, 


TABLE 1-10: THE SKULLCLAN HUNTER 


Base 
Attack Fort Ref Will 
Level Bonus Save Save Save Special 
Tt 40-40-4242 Trackundead 
2nd +1 4043. 43—_Civine strike 


3d 42-41-4343 Immunity to undead fear, 
sneak attack +146 
Immunity to disease, 
protection from evil 
Sword of light 
Sneak attack +246 
Immunity to paralysis 
Immunity to ability 
drain or damage 

Sheak attack +346, 
sword of darkness 
Immunity to energy drain 


ah 8 UHH 


Sho 
6h +4 58 
Th 45 42448 
Bh 462648 


oh 46 46 
Wh 73747. 


CLASS FEATURES 

All of the following are class features of the skullclan hunter 
prestige class 

Weapon and Armor Proficiency: Skullelan hunters gain no 
proficiency with any weapon or armor 

Track Undead (Ex): A skullelan hunter gains the ability 10 
track undead (only) as if using the Track feat. A skullelan hunter 
uses his Knowledge (religion) skill modifier instead of his Sur 
vival modifier for the skill checks associated with this feat 

Divine Strike (Ex); Due to his specialized skill, raining, and 
connection with the forces of light, a skullclan hunter of 2nd 
level or higher can make a special attack that is infused with 
positive energy: Effectively, this ability allows him to deal extra 
damage to undead as though making a sneak attack, Divine 
strike damage applies to any sneak attack dice the skullelan 

sined through advance 


hunter already has, as well as those 


ment in this class 

Immunities (Ex): As he grows in power, a skullclan hunter 
develops immunities to special attacks that are common among 
undead creatures. 

At3rd level, he gains immunity to all fear-based effects and 
spells from undead, 

Ac ath level, he gains immunity to disease (regardless of the 


source), 

At7th level, he gains immunity to paralysis. 

At sth level, he gains immunity to ability drain or damage. 

Av 1oth level, he gains immunity to energy drain 

Sneak Attack: At 3rd level, a skullclan hunter's sneak attack 
damage increases by 1d6, This extra damage stacks with the 
snealc attack damage he already deals, 

‘At th level, his sneak attack damage increases to 2d6, At 9th 
level. it inereases to 3d6. 

Protection from Evil (Su): Starting at 4th ley 
hunter benefits from a permanent protection from evil effect 
upon himself. 

Sword of Light (Su): Any weapon (melee or ranged, manu 
factured or natural) wielded by a skullclan hunter of Sth level or 
higher overcomes the damage reduction of any undead creature 

Sword of Darkness (Su): Any weapon (melee or ranged, man 
uufactured or natural) wielded by a skullclan hunter of 9th level or 
higher counts as a ghost touch weapon, allowing it to hit incorpo 
real creatures without the usual 0% miss chance for such attacks. 


el,askullelan 


img rhe sony 
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—— TACTICAL: SOLDIER 


The tactical soldier is the master of teamwork in melee. She has 
trained in cooperative battle tactics and knows how to rake advan: 


tage of position and timi 


in the wings, ready to multiply the toral deadly eff 


by far more than their number alone would indicate. 


a special kind of person to 
give up the limelight in favor of team: 
work, Those with the necessary 
bility to think about the objec 
tive first and their own glory 
second make ideal tactical soldiers. 


Fighters, paladins, and rangers are 


the most common tactical soldiers, 


knowin; ow to multiply the 


strengths and eradicate the weak 
nesses of battle-hardened combatants. 

NPC tactical soldiers make ideal 
cohorts or hirelings. What fighter 
wouldnt wanta tactical soldier back 
ing him up, ready to step inand fight 
when the melee begins? 

Hit Die: dio. 


REQUIREMENTS 
To qualify to become a tactical sol 


all the fol- 


dier, a character must fulf 


lowing criteria 
Base Attack Bonus: «5 
ills: Sense Motive 2 ranks. 


Feats: Cleave, Combat Reflexes 


CLASS SKILLS 
the tactical soldier's class skills (and the key ability for each 
skill) are Climb (Str), Craft (Int), Ha 

Jump (Str), Ride 


dle Animal (Cha 


Intim- 
idate (Cha\ Wis! 
Swim (Str 


Skill Points at Each Level: 2 


Dex), Sense Motive and 


Int modifier: 


TABLE 1-11: THE TACTICAL SOLDIER 


Base 
Attack Fort Ref Will 
Level Bonus Save Save Save Special 
dst 1424040 Flanker 
znd +2 «43-40 40_Sidestep 
3d 43 HHT Interpose 
ih +4 ad 141 _Defensive shield 
Sth 45 44H +H Offensive strike 
ae a ae ee 
Th 47-45-4242 Delayed cleave 
Sth 48-46 © 42-—++2_—_Unbalancing blow 


ce ae es 
1h 04S 


Reciprocal strike 
CLASS FEATURES 


All of the following are class features of the tactical soldier pres 
lass. 


‘Weapon and Armor Proficiency: Tactical soldiers are pro: 
ficient with all simple and martial weapons, with all types of 


wy, medium, and light), and with shields (except 


tower shields 


g to make herself and het teammates a 
deadly, unified force in battle, No other force compares to 4 
group of melee-worthy combatants along with a tactical soldier 


tiveness of 


Flanker (Ex): A tactical soldier can flank enemies from seem- 
ingly impossible angles. She can designate any adjacent square as 
the square from which flanking against an ally is determined 
including the square where she stands, as normal) She may 
ignate the square at the beginning of her turn o 
duting her turn, The designated square ce 


any time 


sins her effective 


square for flanking until she is no longer adjacent to it or uni 


she chooses a different square (at the 
start of one of her turns). The char 
acter can even choose a square that 
is impassable or occupied 
Sidestep (Ex): At 2nd level, a 
tactical soldier gains Sidestep (de- 
scribed laterin this chapt 
feat. If she already has the fe 
choose a different one 
Interpose (Ex): A tactical soldier gains 
this ability, usable three times per day, at 
3rd level. When an enemy threatens her in 


asa bonus 


melee and makes a successful attack against 
an adjacent ally of hers, the tactical 
may take the dam 
the blow as if she had been hit instead 
ve Shield (Ex): Starting at 4th 
level, whenever a tactical soldier fights defen 


oldier 
and other effects) of 


sively, she provides up to two adjacent allies with 
a +2 dodge bonus to Armor Class, though their 

attack rolls do not take the nor 
mal 


A tactical soldier but her attack 


+ penalty 
rolls still do! 
Offensive Strike (Ex): Starting at sth 

level, in times of urgency a tactical 
soldier can lowerall her defenses to 
make a very aggressive attack. When 
making an offensive strike, the tactical soldier gains 
+4 bonus on melee attack rolls and damage rolls for 1 round 
Until her next turn, however, she is wide open to physical and 


ical attacks. All successful attack rolls made against the tacti 
cal soldier are automatic threats, and all saving throws the tactical 
soldier makes against spells automatically fal. 

Delayed Cleave (Ex): Starting at 7th level, if the last creature a 
tactical soldier hit in melee is dropped by someone other than her, 
and the tactical sold 


till ehreatens that creature’ square, she may 
make a cleave ata 


cas an attack of opportunity, All normal restric 

tions on cleave attempts and attacks of opportunity apply. 
Unbalancing Blow (Ex): Starting at 8th level, a tactical sol 

dier can use a full-round action to make a strategic mele 


k 
against an enemy. If the attack succeeds, in addition to dealing 
regular damage, the blow unbalances the target so much that it 
provokes attacks of opportunity from creatures threatening its 
square. This ability works only on creatures up to one size 
gory larger than the tactical soldier 

Reciprocal Strike (Ex): A 10th-level tactical soldier can make 
an attack of opportunity (subject to normal restrictions) against 
a foe that successfully attacks an ally of the soldier and deals 
damage. She can use this ability three times per day. 


Se WAR UR 


‘Against the marshaled forces of the enemy army, the war hulk 
stands tall, confident in his power against lesser soldiers. And 
why not? He isa creature of great size and talent who is specif 
cally trained to shock and awe opposing massed troops. A hulk 
indeed, he knows how to spread his mighty blows across a wide 


ing carnage on the battlefield. While single opponent 
night evade this massive attack, a massed unit of terrified sol 
diers are meat on the pounding block. 

Drawn most often from more intelligent individuals among 
thevatious giant kinds, war hulks are trained to fight by similarly 
large tutors. Other than being big, a war hulk must come to the 
training already knowing how to fight. Thus, the martial classes, 
such as fighter, ranger, paladin, and barbarian, are most often pro 
moted into this prestige class—although many giants meet the 
requirements with no class levels at all. 

When an NPC war hulk is spied at the head of an army, the 
event is too significant to call it merely an omen. Instead, it isa 
clear sign of deadly peril 

Hit Die: dt2, 


REQUIREMENTS 


To qualify ro become a war hulk, a character must fulfill all the 


following criteria 
Base Attack Bonus: +5. 


Special: Must be Large or larger. 


CLASS SKILLS 
The war hull’s class skills (and the key ability for each skill) are 
Climb (Str), Intimidate (Cha), and Jump (Ste. 
skill Points at Each Level: 2+ Int modifier 


He War HULK 
Base 
Attack Fort Ref Will 
level Bonus Save Save Save Special 
Ist +0 42-40-40 Notitne to think, 
ability boost (Str +2) 


"Taste 1-1 


tnd 40434040 Great swing, 
ability boost (Str +2) 
340 Mighty rock throwing, 
ability boost (Str +2) 
4th +041 HT Mighty swing, 


ability boost (Str +2) 
Ability boost (Str +2) 
Sweeping boulder, 
ability boost (Str +2) 
Ability boost (Str +2) 
Massive sweeping 
boulder, Toughness 
ability boost (Str +2) 
Ability Boost (Str+2), 
| Toughness 

Massive swing, Toughness, 
ability boost (Str +2) 


CLASS FEATURES 
Allof the following are class features of the war hulk. 
Weapon and Armor Proficiency: War hulks gain no profi: 
ciency with any weapon or armor, 
Ability Boost (Ex): As a war hulk gains levels in this prestige 
class, his Strength score increases as noted in Table 1~12: The 


War Hulk These increases stack. 

NoTime to Think (Ex): A character with levels in the war 
hulk: prestige class is considered to have 0 ranks in all Intell 
gence-, Wisdom, and Charisma-based skills (whether or not 
hichas bought ranks in them previously). The only exception is 
the Intimidate skill, which works normally. 

Great Swing (Ex); Starting at 2nd level, a war hulle is able to 
anukea grat, sweeping swing with a melee weapon. Asa fullround 


action, the war hulk can choose three squares adjacent to one 
ckappliestoall crea 
tures in those squares. Make one attack roll and apply that roll asan 


another (he must threaten all of them), His 


attack against each defender. Ifthe war hulk uses a special attack 
(such as disarm, tip, orsunder), this special atack affects only the 
first targer; the other creatures are attacked normally 

Walls and similar obstacle 
cone square that the war hulk threatens. Each successive square 
line of 


can block a great swing, Start with 


chosen must be adjacent to the previous square and h: 
effect from that square. Two squares separated by a wall, for 
instance, cant be chosen as adjacent squares for a great swing 

The war hulk may skip creatures, attacking only those he wants 
to. For example, ifthere are three creatures ina row—an enemy, an 
ally, and another enemy—the war hulk can choose those three 
squares for the great swing but strike only the two enemies 

Ifa war hulk drops one of his foes with a great swing, he may 
make a cleave attack normally. However, he may doo only once 
for every time he swings, even if he drops more than one foe. 

Mighty Rock Throwing (Ex): Starting at 3rd 
gains a powerful rock throwing ability. The character can throw 
rocks that deal 2ds points of damage with a range increment of 
50 feet. (Like all thrown weapons, they have a maximum range 
of five range increments.) The war hulk uses his Strength modi 


l,awar hulk 


fier instead of his Dexterity modifier on the attack roll. The rack 
must weigh approximately 50 pounds, 

Mighty Swing (Ex): Starting at 4th level, a war hulk can make 
a mighty swing, A mighty swing is like a great swing, except that 
it is a standard action rather than a full-ound action, Thus, the 
character can move and make a mighty swing or (if he can make 
multiple attacks) make multiple mighty swings in asingle round. 

Sweeping Boulder (Ex): Starting at 6th level, a war hulk is 
able to throw his rocks with such force that they affect nwo adja: 


cent squares. (The second square must be farther away from the 
war bulk than the first—they cannot be equidistant from him, 
Make one attack roll and apply the result to each target. 

As with greatswing, the war hulk must have line of effect from 
one square to the next 

Toughness: At sth, 9th, and 10th level, a war hulk 
Toughness as a bonus feat. 

Massive Sweeping Boulder 
ting ar 8th level, a war 
hulk is able to throw his 
rocks with such 
force that they 
affect four 


squares in 
a line. 


Anogge 
war alk 


: 
S 
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Weapon and Armor Proficiency: Warchiefs gain no profi 


1 Frenzy (Ex): A 


around himself with a singl M : Joes not t 
WARCHIE each effecsed ally. (0 Incl 

A warchief leads a primit e wit their turns { by the Strength boost 
sp " ey tu : s t age for ea hey have. Thus, an on 
indomitable f territ 6 10 5 int +2 Strength to each member of the ist 

ets to feat courage and for th T i mands, but they each take 1 point of 

ber wh t t ’ t ing as the Strength boost remains in effect 
reise ip th Eve le i, sth, 7th, and 9th), the bonus to Strength 
punishments. Insp ‘ Ability Boost (Ex): Asa tins levels in this prestige 
easter ts Ba es as noted on Table 1~13; The 
Wai ade leaders, n t Devoted Bodyguards (Ex): Beginning at 8th level, once pe 
Jevated status by de t r hief is hitb i, he may make a 


Base Attack Bonus: 
Special: Must h da rit 


Skill Points at Each Level: 2 + In 


TaBLe 1-13: THE WarcHiEF 
Base 
Attack Fort Ref Will 
Level Bonus Save Save Save Special 
Tst 4042-4042 Tribal frenzy (Str +2) 


Md 2a SOTA) 
Sth 43.44.4144) Tebal fen (Str 46) 
th +2 +5) Tribal frenzy (Str +8) 
Bh 464866 Tal enay (st +10) 


FEATS 


Onthe battlefield, combatants continually vie to develop new tech- 
niques that will give them a decisive edge over their opponents. 
These feats deal mostly with tactical combat. 


. 
SUDDEN METAMAGIC FEATS 

Sudden metamagic feats are a new kind of metamagic feat. You 
choose whether to apply a sudden metamagic feat to a spell as 
you cast the spell. You can apply a sudden metamagic feat to a 
spell of any level, and it does not affect the spell’ level for the 
purpose of determining which spell sot it occupies. 

You can apply a sudden metamagic feat to a spell that has 
| already been enhanced by a regular metamagic feat. However, 
thesudden metamagic feat cannot be of the same type as the reg- 
ular metamagic feat (for instance, you cant use Sudden Extend 
ona spell thar has already been extended), 

Asudden metamagic feat doesn require a full-round action 
fom casters who choose spells as they cast them, such as sorcer- 


ersand bards. 
FEAT DESCRIPTIONS 


These feat descriptions follow the standard format. 


Battlefield Inspiration [General 
You inspite courage in your allies. 

Prerequisite: Cha 13, 

Benefit: As a free action, you can inspire courage in your 
alles. Each ally within 30 feet of you (not including you) that can 
heat you and has an Intelligence of 3 or higher gains a +2 cir- 

ce bonus on saving throws against fear efte 
Special: You may select this feat multiple times, Its effects 
stack. Each time you take the feat, your bonus increases by +2. 


Danger Sense [General] 
Youare one twitchy mother goose. 
Prerequisite: Improved Initiative 
Benefit: Once per day, you may reroll an initiative check you 
fave just made. You may use the better of your two rolls, You 
rust decide to reroll before the round starts 


Dash (General) 
You can move faster than normal 
Benefit: If you are wearing light armor or no armor and are 
camying light load, your speed is Sfeet faster 


Daunting Presence [General] 

Youare skilled at inducing fear in your opponents. 
Prerequisites: Cha 13, base attack bonus +1 
Benefit; You may take a standard action to overawe an oppo- 

rent, The opponent must he within 30 feet, have line of sight ro 

jou, and have an Intelligence score. Ifthe opponent fails a Will 
ssving throw (DC 10+ 1/2 your character level + your Cha mod- 
ier), the opponent is shaken for 10 minutes. This feat has no 
allect on a creature that is already shaken. 

Special: A fighter may select Daunting Presence as one of his 
fighter bonus feats 


Deft Opportunist [General] 
Youare prepared for the unexpected. 

Prerequisites: Dex 15, Combat Reflexes. 

Benefit You geta +4 bonus on attack rolls when making attacks 
tkopportimity. 


Distracting Attack 
[General] 
You are skilled at interfering 
with opponents in melee. 
Prerequisite: Base attack bonus +1 
Benefit; When you make a melee attack against a creature, 
whether you are successful or not, all other creatures get a +4 cir 
cumstance bonus on attack rolls against thar creature until the 
startof your next turn, 
Special; A fighter may select Distracting Attack as one of his 
fighter bonus feats. 


Double Hit [General] 
You can react with your off hand to make an additional attack 
along with an attack of opportunity. 

Prerequisites: Combat Reflexes, Two-Weapon Fighting, 
Improved Two-Weapon Fighting. 

Benefit; When making an attack of opportunity, you may 
make an attack with your off hand against the get at the 
same time, You must decide before your first attack roll whether 
you want to also use your off hand. If you do, both attacks take 
the standard penalties for fighting with two weapons 

Special: A fighter may select Double Hitas one of his fighter 
bonus feats 


Energy Affinity [Metamagic] 

You can modify a spell that uses one type of energy to use another 
(acid, cold, electricity, or fire) instead. 

Prerequisites: Knowledge (arcana) 5 ranks, able to cast at least 
cone spell ofeach of these energy types: acid, cold electricity, and fire. 

Benefit: Choose acid, cold, electricity, or fire, You can modify 
any spell with an energy descriptor to use the chosen type of 
energy instead. A spell so modified works normally in all respects 
except the type of damage dealt 

A modified spell uses a spell slot of the spells normal level, 
modified by any other metamagic feats. 

Special: You can gain this feat multiple times. Each time you 
take the fear, it applies to a different type of energy. 
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Tague 1-14: Feats 
General Feats 
Battlefield Inspiration 
Danger Sense 
Dash 
Daunting Presence 
Deft Opportunist 
Distracting Attack 


Prorequisites 
cha 13 
Improved Initiative 

Cha 13, base attack bonus +1 
Dex 15, Combat Reflexes 
Base attack bonus +1 


Double Hit 
Fighting, Two:Weapon Fighting 

Extra Domain Spell Wis 15, access to one domain spell 

Foe Specialist 

Goad Cha 13, base attack bonus +1 

uring Charge ‘Quick Draw, base attack bonus +6 

Mage Slayer 


Nartial Throw 
Mounted Casting 
Powerful Charge 

Greater Powerful Charge 


Dex 17, Improved Unarmed Strike 
Ride 1 rank, Mounted Combat 


‘Medium or larger, Powerful Charge, 
base attack bonus +4 


Pushback ‘Str 17, Improved Bull Rush, Power Attack 
Reckless Charge Base attack bonus +7 
Second Wind - 
Shieldmate Base attack bonus +1 

Improved Shieldmate __Shieldmate, base attack bonus +4 
Sidestep Dex 15, Tumble 8 ranks, Dodge, Mobility 


Metamagic Feats 
Energy Affinity 


Prerequisites 
Knowledge (arcana) 5 ranks, 


ability to east atleast one spell each of 
acid, cold, electricity, and fre energy types 


Sudden Empower 
Sudden Energy Afinity 
Sudden Enlarge 
Sudden Extend 
Sudden Maximize 
Sudden Quicken 


‘Any metamagic feat 
Energy Affinity 


Any metamagic feat 

Quicken Spel, Sudden Empower, 
Sudden Extend, Sudden Maximize, 
Sudden Silent, Sudden Still 
Sudden Silent = 
Sudden Still 
Sudden Widen 


Extra Domain Spell [General] 
You have chosen to be more specialized in a particular domain. 

Prerequisite; Wis 15, ccess to one domain spell, 

Benefit: Choose one domain spell that you can cast, You may 
cast this spell one extra time each day. Once this spell is chosen, 
itmay not be changed. 

Special: You may take this feat multiple times. Each time 
you choose this feat, you select a different domain spell to which 


itapplies 


Foe Specialist [General] 
You are trained at how sodamage a particular type of foe. 
Prerequisites: Sneak attack +1d6, base attack bonus +4 
Benefit: Choose a type of creature from Table 3-14: Ranger 

Favored Enemies, page 47 of the Player’s Handbook: You deal an extra 

ids points of damage on successful sneak attacksagainst that type 

of creature. (The selected type cannot be construct, elemental, ooze, 
plant, or undead, since those types are not subject to critical hits.) 

Special: You can gain this feat multiple times. Its effects do 
not stack, Each time you take the fear, applies toa new creature 
type from among those that remain eligible. 


Camnbat Reflexes, Improved Two-Weapon 


Base attack bonus +4, sneak attack +146 


Spellcraft 2 ranks, base attack bonus +3 


‘Medium or larger, base attack bonus +) 


Benefit 
Allies get +2 bonus on saves against fear effects 

Reroll initiative once per day 

Speed increases by 5 feet 

COverawe enemy to make it shaken 

+4 on attack roll when making attack of opportunity 
Your attack gives +1 bonus on other creatures’ attacks 
against same target 

Gain off-hand attack when making attack of opportunity 


Cast one of your domain spells an extra time 

+1d6 sneak attack damage against one creature type 
Goad enemy to make melee attacks only against you 
Throw a weapon as part of a charge 

+1 bonus on Will saves; spellcasters you threaten cannot 
cast defensively 

Special grapple to switch places with enemy 

+10 on Concentration checks to cast while mounted 
Extra damage when you charge 

‘Additional extra damage when you charge 


Push enemy back after melee attack 

Charges get +4 on attack rolls, but -4 penalty to AC 
Heal hit points equal to Con modifier 1/day 

Your shield grants shield bonus to adjacent allies 
Bonus from Shieldmate increases by +1 

Gain 5-foot step after making attack of opportunity 


Benefit 
Change the energy type of a spell 


Empower spell without special preparation! /day 
Substitute spell energy without special preparation 1/day 
Enlarge spell without special preparation 1/day 

Extend spell without special preparation 1/day 

Maximize spell without special preparation 1/day 
Quicken spell without special preparation 1/day 


Silence spell without special preparation 1/day 
Still spell without special preparation T/day 
Widen spell without special preparation 1 /day 


Goad [General] 


You are skilled at inducing opponents to attack you. 

Prerequisites: Chi 13, base attack bonus +1 

Benefit: As a move action, you may goad an opponent that 
threatens you, has line of sight to you, can hear you, and has an 
Intelligence of 3 or higher. (The goad is a mind-affecting 
effect.) When the goaded opponent starts its next turn, if it 
threatens you and has line of sight to you, it must make a Will 
saving throw (DC 10 + 1/2 your character level + your Cha 
modifier), Ifthe opponent fails its save, you are the only cre 
ture it can make melee attacks against during this turn, (IF it 
kills you, knocks you unconscious, loses sight of you, or oth 
erwise is unable to make melee attacks against you, it may 
make any remaining melee attacks against other foes, as 
normal.) A goaded creature may still cast spells, make ranged 
attacks, move, or perform other actions normally. The use of 
this feat restricts only melee attacks 

Special: A fighter may select Goad as one of his fighter 
bonus feats 


Greater Powerful Charge [General] 
You can charge with extra for 

Prerequisites: Medium or larger, Powerful Charge, base attack 
bonus +4 

Benefit: As Powerful Charge, but treat yourself as one size 
category larger than you are. For Colossal creatures, the extra 6d6 
points of damage bonus becomes 8d6, 

Special: A fighter may select Greater Powerful Charge as one 
ofhis fighter bonus feats 


Hurling Charge [General] 
Youare trained in using thrown weapons as part of a charge attack 

Prerequisites: Quick Draw, base attack bonus +6, 

Benefit: If you charge an opponent, you may make a ranged 

attack with a thrown Weapon as well as a melee attack with an- 
other weapon that you draw during the charge. You may use 
this ear only if you have a throwing weapon in hand at the start 
ofyour turn, Both attacks must be made at the same opponent, 
and both receive the bonus on attack rolls for making a charge 
Ifyou kill the enemy you'te charging with the thrown weapon, 
youcomplete the charge but don't geta melee attack.) You must 
also follow all the requirements of making a charge. If you have 
theability to make multiple attacks on a charge, you may make 
only one attack in addition to the thrown weapon attack. You 
still cake the normal -2 penalty to Armor Class for making a 
charge attack. 

Special: A fighter may select Hurling Charge as one of his 
fighter bonus feats 


Improved Shieldmate [General] 
You have an outstanding ability to protect those near you with 
your shield. 

Prerequisites: Shieldmate, base attack bonus +4 

Benefit: As Shieldmate, except that the bonus is 42, or +3 if 
youate using a tower shield. 

Special: A fighter may select Improved Shieldmate as one of 
his ighter bonus feats. 


Mage Slayer [General] 
You have studied the ways and weaknesses of spelleasters and 
can time your attacks and defenses against them expertly 
Prerequisites: Spellcraft 2 ranks, base attack bonus +3. 
Benefit: You gain a +1 bonus on all Will saving throws, Spell- 
casters you threaten may not cast defensively. (They automati- 
«ally fal Concentration checks to doso.) 


Martial Throw [General] 
You can switch positions with an opponent you hit in melee by 
throwing that opponent. 

Prerequisites: Dex 17, Improved Unarmed Strike. 

Benefit: When you are adjacent to an opponent of your size 
category or smaller and you hit that opponent with an unarmed 
srike, you may immediately make a special opposed grapple 
check against that opponent. Make a grapple check using your 
Dexterity modifier instead of your Strength modifier. The 
opponent uses its Strength modifieras normal. If you succeed, 
youand your opponent are not grappling, but you switch posi 
tions with the foe. (Ifeither combatant occupies more than one 
square, both must end up adjacent to each other after the throw, 
‘ach must occupy at least one square the other formerly occu- 
pied, and neither can be located ina square occupied by any 
obstacle or other creature, If both combatants cant meet these 
conditions, you can’t execute the throy:) 


Switching positions inthis fashion does not provoke attacks of 
opportunity 

You can use this feat on alli 
other character is willing, your attack roll and grapple check 
are automatically successful, and you deal unarmed strike dam- 
age to your ally normally. (This move is a hard, violent throw, 
and you cant pull it off without actually striking the subject of 
the throw.) 

This fe 

Speci 
bonus feats 


ag well as enemies. If the 


can be used only once per round. 
A fighter may select this feat as one of his fighter 


Mounted Casting [General] 
You are skilled at casting spells while riding a mount. 
Prerequisites: Ride 1 rank, Mounted Combat 
Benefit: You gain a +10 bonus on Concentration checks to 


cast spells while mounted, 


Powerful Charge [General] 
You can charge with extra force. 

Prerequisites: Medium or larger, base attack bonus +1 

Benefit: When you charge, if your melee attack hits, it deals 
an extra 1d8 points of damage (if you're Medium), For Large cr 
tures, the extra damage is 2d6; for Huge, 346; for Gargantuan, 
44d; nd for Colossal, 6d6, 

This feat works only when you make a charge. It does not 
work when youre mounted. If you have the ability to make mul: 
tiple attacks on a charge, you may apply this extra damage to only 
cone of those attacks in a round 

Special: A fighter may select Powerful Charge as one of his 
fighter bonus feats 


Pushback [General] 

You can knock opponents back when you hit them in melee. 
Prerequi Str 17, Improved Bull Rush, Power Attack 
Benefit: When you are adjacent to an opponent of your size 

category or smaller and you hit that opponent with a melee 

attack, you may immediately make a special bull rush attempt 
against that opponent. If you succeed, you push the opponent 
back 5 feet (only) and move into the square (or one of the 
squares) previously occupied by that opponent. You choose 
whether the opponent moves one square straight back, one 
square diagonally back to the right, or one square diagonally back 
tothe lef 

You canit push an opponent back through (or into) solid obsta 
cles or otherwise occupied squares 

If, after making the bull rush attempt, you would not be able 
to move into a square previously occupied by the opponent, you 
can't push that opponent back. 

‘This feat can be used once per round. 

The movement caused by the use of this feat does not provoke 
attacks of opportunity. 

Special: A fighter may select Pushback as one of his fighter 
bonus feats. 


Reckless Charge [General] 
You can charge with wild abandon, 

Prerequisite: Base attack bonus +1 

Benefit: When you charge, before making your attack roll, 
you may choose to take a~+ penalty to ArmorClass until the start 
of your next turn to gaina +4 bonus on your attack roll 

Normal: Without this feat, a charging character gains a +2 
bonus on his attack roll and a~2 penalty to Armor Class until the 
start of his next turn, 


Special: A fighter may select Reckless Charge as one of his 
fighter bonus feats. 


Second Wind [General] 
You can shrug off minor wounds with ease 
Benefit: Once per day, asa free action, you can heal yourself 
ofa number of points of damage equal to your Constitution mod- 
ifier (minimum 1). 


Shieldmate [General] 
You can protect those near you with your shield 

Prerequisite: Base attack bonus +1 

Benefit; When you are using a shield with which you are pro- 
ficient, friendly creatures adjacent to you get 
+41 shield bonus to their Armor Class. Ifyou 
are using a tower shield, those 
+2 shield bonus. 

The creatures lose the bonus if they are no 
longer adjacent to you, ifyoure grapplin, 
if youre stunned, paralyzed, or otherwise 
unable to take actions. 


atures get a 


This shield bonus doesnt stack with other 


shield bonuses the allied crearures may have 
Special: A fighter may select Shieldmate as 
one of his fighter bonus feats. 


Sidestep [General] 
You can move nimbly around the battlefield. \“ 
Prerequisites: Dex 15, Tumble § ranks, 
Dodge, Mobility 
Benefit: Once per round, when you make 
anattack of opportunity, you may take a S- 
foot step after you attack. This S-foot step 
dgesnt count against your limit of one 5-foot 
step per round o against any movement you 
take on your turn 
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Sudden Empower [Metamagic] 
You can cast one spell per day to greater effect 
without special preparation, 

Prerequisite: Any metamagic feat. 

Benefit: Once per day, you may apply the Empower Spell 
to any spell you cast, without increasing the level of the 
spell or specially preparing it ahead of time. You may still use 
the Empower Spell feat normally, if you have it 


fea 


Sudden Energy Affinity [Metamagic] 
You can modify a spells energy type once per day without special 
preparation 

Prerequisite: Energy Affinity 

Benefit: Once per day, you may apply the Energy Affinity feat 
toany spell you cast, without increasing the level of the spell or 
specially preparing it ahead of time. You may still use the Energy 
Affinity feat normally 

‘Special: You can gain this feat multiple times. Each time it 
applies toa different type of energy: 


Sudden Enlarge [Metamagic] 
You may cast one spell per day with a greater range than normal 
without special preparation, 


Benefit: Once per day, you may apply the Enlarge Spell feat 
toany spell you cast, without increasing the level af the spell or 
specially preparing it ahead of time. You may still use the 
Enlarge Spell fear normally, if you have ie. 


Sudden Extend [Metamagic] 
n cast one spell per day with a longer duration than normal 
without special preparation, 

Benefit: Once per day, you may apply the Extend Spell feat to 
any spell you cast, withour increasing the level of the spell or 
specially preparing it ahead of time. You may still use the Extend 
Spell feat normally, if you have it 


Youca 


Sudden Maximize [Metamagic] 

Once per day you can casts spell to maximum effect without spe 
cial preparation 

Prerequisite: Any metamagic feat, 

Benefit: Once per day, you may apply the 
Maximize Spell feat to any spell you cast, 
without increasing the level of the spell or 

specially preparing it ahead of time. You may 

still use the Maximize Spell feat normally, 
if you have it. 


Sudden Quicken [Metamagic] 
\,. Once per day you can cast a spell with a moment's 
|). thought without special preparation. 
Prerequisites: Quicken Spell, Sudden Em- 
power, Sudden Extend, Sudden Maximize, 
Sudden Silent, Sudden Still, 
Benefit: Once per day, you may apply the | 
Quicken Spell fear to any spell you cast, 
without increasing the level of the spell or 
specially preparing it ahead of time. You | 
still use the Quicken Spell feat normally. 


Sudden Silent [Metamagic] 
Once per day you can cast a spell silently without spe 
cial preparation, 

Benefit: Once per day, you may apply the Silent 
Spell feat to any spell you cast, without increasing 
the level of the spell or specially preparing it 
ahead of time. You may still use the Silent Spell 
feat normally, if you have it. 


Sudden Still [Metamagic] 
Once per day you can cast a spell without gesture 
without special preparation. 

Benefit: Once per day, you may apply the Still Spell feat to any 
spell you cast, without increasing the level of the spell or spe 
cially preparing it ahead of ime. You may still use the Still Spell 
feat normally, if you have it 


Sudden Widen [Metamagic] 
‘Once per day you can increase the area of a spell without special 
preparation, 

Benefit: Once per day, you may apply the Widen Spell fear to 
any spell you cast, without increasing the level ofthe spell or spe- 

lly preparing it ahead of rime. You may still use the Widen 
Spell feat normally, if you have it 


Bracers of One 
Sf Shrike | 


| 


| hen troops march into battle, they rely on spellcast 
ers-to sharpen-their steel, weaken the enemy, and 
heal their casualties. Spellcasters of all types are 
constantly refining their craft—the better to dome 
inate the battlefield 


Describéd here are spells created to achieve victory in mille 
tary engagements large and small, This chapter also includes 
new magic items. 


= 
—_~ = THE SWIFT ACTION 


‘Asa Supplement to the action types described in Chapter 8 of 

| the Player’ Handbook (standavd, move, full-round, and free), this 
chapter introduces a new type of action: the svilt action 

| swift ation consumes. very small amount of time, bu 
represents a larger expenditure of effort and energy than is 

{thecase with a free action. You can perform one swift action 

| 


per turn, without affecting your ability to 
actions, In that regard, a swift action is like a free action. 
However, you may perform only a single swift action per 
turn, regardless of what other 
| aswift 
take afree action, Swift actions usually involve magic or the 
activation of magic items; many characters (especially those 
who donit.use magic) will itever have an opportunity to take 
swift actions, 
j Casting a quickened spell is a swift action, Casting feather fall 
SEA swiftaction, (Feather fall a unique spellyhoweveryinthat it 
F can be east even when it isn your turn, This isnt generally true 
* of swift actions, which are normally raken on your turn like 
' 


ions you take. You may take 


ction any tine you would normally be allowed to 


OML YALdVHO 


other types of actions.) In-addition, casting any spell with 
a.casting time of-{ swiftaction isa swiftaction 

Casting aspell with a castingtime of 1 swiftaction does 
not provoke attacks of ofportunit 


Be a eS PELE NOTES 


Two types of spells described in this chapter warrant a 
bit of 


al discussion, 


SWIFT-ACTION SPELLS 
Several spells presented here, in particular those with 
‘swift’ in the titleyare castas swift actionsand last only 
1 round, In the spell lists that begin on the following 
page;'a swiftaction spell is denoted: by ‘swift’ in 
parentheses at the end of the spell’s brief description. 

A spell with a casting time of 1 swiftaction can be 
cast only during your own turn unless the spell 
description specifically indicates otherwise 

Activating a spell completion item, activating a 
spell tigger item, of drinking a potion isa standard 
action. This is true even ifthe spell from which the 
scroll, potion, or item is made can be.cast asa swift 
action. In other words, ir takes 9 standard action to 
drink a potion of swift expeditious retreat, even though 
casting the spell itself requires only-a swift action 


LEGION-SPELLS 
A number of spells in this chapter, many of them 
with "legior’s’ in the title, are spells developed 


& 


Cleric of Nerall 


especially for the battlefield, In general, such spells are effec 
tive out to medium range, and they affect allies or enemies in a 
20-foor-radius burst. When troops are massed into units for 
large batiles, these spells are useful for benefiting or hampering 


entire units, 


a SPELIEEISES: 


These lists summarize the spells described here. 


ASSASSIN SPELLS 


levi of Nerul ilu. by S. Tappin 
Cleric of Meradinilas by D. Hanley 


Ist-Level Assassin Spells 
Lightfoot: Your move does not provoke attacks of opportunity 
for 1 round (swift), 


2nd-Level Assassin Spells 
lity, Swift: Invisibility lasts 1 round (swift), 
Veil of Shadow: Darkness grants you concealment 


BLACKGUARD SPELLS 


2nd-Level Blackquard Spells 


Veil of Shadow: Darkness grants you concealment 


3rd-Level Blackguard Spells 
Demonhide: Evil crearure gains DR 10/cold iron and good. 


BARD SPELLS 


Ist-Level Bard Spells 
Expeditious Retreat, Swift: Your speed increases by 30 ft, for 
1 round (swift) 

Incite: Subject cant ready actions or delay: 

Inhibit: Subject delays until next round 


2nd-Level Bard Spells 
Curse of Impending Blades: Subject takes ~2 penalty 10 AC 
Fly, Swift: You fly for 1 round (swift) 
Invisibility, Swift: Invisibility lasts 1 round (swift) 
Undeniable Gravity: Flying creature loses flying ability 


3rd-Level Bard Spells 
Curse of Impending Blades, Legion's: Subjects take ~2 
penalty to AC 


4th-Level Bard Spells 
Undeniable Gravity, Legion’: F 
ability 


CLERIC SPELLS 


ing creatures lose flying 


Ist-Level Cleric Spells 
Conviction: Subject gains +2 or higher save bonus. 
Favorable Sacrifice: Subject gains better protection the more 
gems you sa 


Guiding Light: +1 on ranged attacks against creatures in illu- 
minated area 


Incite: Subject cant ready actions or delay. 

Inhibit: Subject delays until next round, 

Sign: Your initiative check result improves, and you know 
enemies initiative check results 


2nd-Level Cleric Spells 
Divine Protection: Allies gain +1 10 AC, saves. 
Living Undeath: Subject becomes immune to critical hits and 
sneak attacks, 
Quick March: Allies’ speed increases by 30 ft, for 1 round. 
Veil of Shadow: Darkness grants you concealment. 


Cleric of Moradin 


Sid-Level Cleric Spells 

Close Wounds: Cure 24 damage, 
(swift), 

Conviction, Legion 

Curse of Petty Failing: Subject takes ~2 penalty on attack rolls 
and saves. 

Delay Death: Losing hit points doesnt kill subject. 

Ring of Blades: Blades surround you, damaging other crea- 
tures (1d6#4 /level damage). 

slashing Darkness: Ray deals 1d8/two levels damage and 
heals undead the same amount 


n on another's turn 


4th-Level Cleric Spells 
Aid, Legion's: Allies gain +1 on attack rolls, +4 against fear, 1d8 
temporary hp +4/level (max +20). 
Align Weapon, Legion's; Allies’ weapons become good, evil, 
lawiul, o chaotic. 
Panacea: Removes most afflictions. 
Shield of Faith, Legion’: Allies gain +3 or higher AC bonus. 


Sth-Level Cleric Spells 
Curse of Petty Failing, Legion’s: Enemies take —2 penalty on 
attack rolls and save 
Revivify: Restore recently dead to life with no level loss. 


DRUID SPELLS. 


Is-Level Druid Spells 
Snake's Swiftness: Subject immediately makes one attack. 


Tnd-Level Druid Spells 
Snake's Swiftness, Legion’s: Allies each immediately make 
one attack, 


One natural weapon of subject gets +1/four 
levels on attack and damage rolls (max +5) for 1 round (swift) 


4rd-Level Druid Spells 

‘Align Fang: Natural weapon becomes good, evi, lawful, or 
chaotic. 

Hy Swift: You fly for 1 round (swift 

ions Chary make a full attack on a charge for 1 
round (swift) 


Mth-Level Druid Spells 
Arcof Lightning: Line of electricity between two creatures 
(1d6/level damage), 


Sti-Level Druid Spells 
Align Fang, Legion’ 
vil awful, or chaotic 


lies’ narural weapons become good, 
Panacea: Removes most afflictions. 

HEALER SPELLS. 

3id-Level Healer Spells 


Close Wounds: Cure 2d4 damage, © 
(oi 


non another's turn, 


Wii-Level Healer Spells 
Panacea: Removes most afflictions. 


Sii-Level Healer Spells 
Revivify; Restore 


tly dead to life with no level loss. 


Allies gain 42 or higher save bonus, 


Ore Druid 


@ehle. 
PALADIN SPELLS 


Ist-Level Paladin Spells 
Bless Weapon, Swift: Weapon strikes true against evil foes for 
1 round (swift) 
Lionheart: Subject gains immunity to fear. 


2nd-Level Paladin Spells 
Holy Spurs: Special mount’ speed increases by 40 ft, for 4 
round (swift 
Divine Protection: Allies gain +1 to AC, saves. 
Quick March: Allies’ speed increases by 30 ft for 1 round. 
Righteous Fury: Subject deals double damage on charges 


3rd-Level Paladin Spells 
Angelskin: Lawful good creature gains DR 10/silver and evil 


4th-Level Paladin Spells 
Righteous Aura: You detonate on death, healing good crea- 
tures and damaging others (2d6/level damage). 


RANGER SPELLS 


Ist-Level Ranger Spells 
Guided Arrow: Ranged attack targets dont get cover for 1 
round (swi 
Lightfoot: Your move does not provoke attacks of opportunity 
for 1 round (swift 


2nd-Level Ranger Spells 
Blades of Fire: Your melee weapons deal +16 fire damage for 
1 round (swift), 
Curse of Impending Blades: Subject takes -2 penalty to AC 
Haste, Swift; You are hasted for 1 round (swift), 


Fe 
= 
8 
5 
g 
= 


3rd-Level Ranger Spells 
Curse of Impending Blades, Legion's: Enemies take 2 
penalty 10 AC, i 


4th-Level Ranger Spells 
Lion's Charge: You can make a full attack on a charge for t 
round (swift 


SORCERER/WIZARD SPELLS 


O-Level Sorcerer/Wizard Spells (Cantrips) 
Repair Minor Damage: 'Cures” 1 point of damage to a 
construct. 


Nebin, 
Goome Ilasionist 


Ist-Level Sorcerer/Wizard Spells 

Conj Acid Orb, Lesser: Ranged touch, 148 or more acid 
damage 
Benign Transposition: Two willing subjects switch places 
Cold Orb, Lesser: Ranged touch, 1d8 or more cold 
damage. 
Electric Orb, Lesser: Ranged touch, 1d8 or more elec 
tricity damage. 
Fire Orb, Lesser: Ranged touch, 1d8 or more fite damage. 
Sonic Orb, Lesser: Ranged touch, 16 or more sonic 
damage. 


subject cant ready actions or delay. 
Inhibit: Subject delays until next round 
Evoc Guiding Light: +1 on ranged attacks against creatures in 
illuminated ar 
Mordenkaine 
penalty on Move Silently and Concentration che 2nd-Level Sorcerer/Wizard Spells 
Trans Repair Light Damage: "Cures" 1d8+1/level (max +5) Conj _Baleful Transposition: Two subjects switch places. 
points of damage to a construct Blades of Fire: Your melee weapons deal +1d6 fire 
Slide: Move subject 5 damage for { round (swift) 
Evoc _Bigby’s Slapping Hand: Hand makes creature provoke 
\ attacks of opportunity. 
- Fireburst: Adjacent subjects take 1d8/level fire damage. 
Veil of Shadow: Darkness grants you concealment. 
Necro Curse of Impending Blades: Subject takes 2 p 
tAC 
Trans Repair Moderate Damage: "Cues" 2d8+1/level (mav 
+10) points of damage to 2 construct. 
Slide, Greater: Move subject 20 feet 
Snake's Swiftness: Subject immediately makes one attack. 
Undeniable Gravity: Flying creature loses flying ability 


Mins by D. Hanley 


Elf Pyromancer 
3rd-Level Sorcerer/Wizard Spelis 
Necro Curse of Impending Blades, Legion's: Enemies take—2 
penalty to AC 
oS ‘Trans Repair Serious Damage: “Cur 
points of damage toa construct. 
= Snake's Swiftness, Legion's: 
make one attack 


* 3d8+4 /level (max +15) 


Allies each immediately 


4th-Level Sorcerer/Wizard Spells 

Conj Blast of Flame: «(ft cone of fire (1d6/level damage), 

Trans Repair Critical Damage: “Cures” 448+1 /level (max +20 
points of damage toa construct. 
Undeniable Gravity, Legion's: Flying creatures lose 
Aying ability 


Sth-Level Sorcerer/Wizard Spells 
Conj Arc of Lightning: Line of electricity berween two cree 
tures (1d6/level damage). 


ioc Fire Shield, Legion's: Creatures attacking allies take 
damage; allies are protected from fire or cold 
Fireburst, Greater: Subjects within 10 ft. take td8/level 
fire damage. 


WARMAGE SPELLS 


Ist-Level Warmage Spells 
Acid Orb, Lesser: Ranged touch, 1d8 or more acid damage 
Cold Orb, Lesser: Ranged touch, 1d8 or more cold damage. 
Hlectric Orb, Lesser: Ranged touch, 1d8 or more electricity 
damage. 
Fire Orb, Lesser: Ranged touch, 1d8 or more fire damage. 
Sonic Orb, Lesser: Ranged touch, 1d6 or more sonic damage 


Ind-Level Warmage Spells 
Blades of Fire: Your melee weapons deal +146 fire damage for 


Fireburst: Adjacent subjects take tds/level fire damage. 


3rd-Level Warmage Spells 
Ring of Blades: Blades surround you, damaging other crea 
tures (1d6+1 level damage! 


4th-Level Warmage Spells 
Blast of Flame: 60-ft. cone of fire (1d6/level damage), 


Sth-Level Warmage Spells 
Arc of Lightning: Line of electricity between two creatures 
1d6/level damag 
Fire Shield, Legion's: Creatures attacking allies take damage; 
allies are protected from fire or cold. 
Fireburst, Greater: Subjects within 10 ft. ake 1d8/level fire 
damage. 


t round (swift) 


SERIE DESCRIPTIONS 


The spells herein are presented in 
alphabetical order (with the exception 
of those whose 1 begin with 
‘greater,” “legion’s,” “lesser,” oF 

see Order of Presentation, page 181 of 
the Players Handbook) 


Acid Orb, Lesser 

Conjuration (Creation) [Acid] 
Level: Sor/Wiz. 1, Wing 4 
Components: V, S 
Casting Time: { standard action 
Range: Close (25 ft. + 5ft./2 levels) 
Eeet: One orb of acid 

:: Instantaneous 


‘An otb of acid about 2 inches acros 
shoots from your palm at its target, deal: 
ing 148 points of acid damage. You must 
succeed on a ranged touch attack to hit 
your arg 

Forevery two caster levels beyond tst, 
yout orb deals an additional 148 points of 
damage: 248 at 3rd level, 348 at Sth level, 
448a17th level, and the maximum of sd8 
sh level or higher. 


} Aid, Legion's 
Enchantment (Compulsion) [Mind 
‘Mecting) 
Level: Cle 4 
Range: Medium (100 ft. +10 ft /level) 
Targets: Allies in a 20-ft-radius burst 


Thisspell functions like wid (see page 196 
of the Player's Handbook), except that it 
affects multiple allies at a distance and 
each ally gains temporary hit points 
¢qualto 1d8 + caster level (toa maximum 
of 148420 temporary hit points at caster 
level 200), 


Align Fang 
Transmutation 
Level: Dad 3 
Components: \, S, DF 
Casting Time: 1 standar 
Range: Touch 
‘Target: Living creature touched 
Duration: 1 min/level 
Saving Throw: Will ne, 
Spell Resistance: Yes (harmless 


tes (harmless 


Align fang makes a creature's natural 

;pons good, evil-, lawful, or chaotic 
aligned, as you choose. A natural weapon 
that is aligned can overcome the damage 
reduction of certain © ures, usually 
outsiders of the opposite alignment 
This spell has no effect on a natural 
weapon that is already treated as being 
aligned, such as the claw or bite attack 
of most demons 

You canit cast this spell on a manufac 
tured weapon, such as a sword. 

‘When you cast this spell ro make a nat 
ural weapon good-, evil-, lawful-, or 
chaotic-aligned, align weapon is a good, 
evil, lawful, or chaotic spell, respectively 


Align Fang, Legion's 
Transmutation 
Level: Dad s 
Range: Medium (100 fr, + 10 ft/level 
Targets: Allies in a 20-t-radius burst 


This spell functions like align fang. except 
thatit affects multiple allies ata distance 


Align Weapon, Legian’s 
Transmutation [see text for align weapon] 
Level: Clr4 
Range: Medium (100 ft. + 
Targets: Allies’ weapons in a 2 

radius burst 


ft flevel 


This spell functions like align weapon (see 
page 197 of the Players Handbook), except 
tiple weapons or pro: 


ngelskin 
Abjuration [Good] 

Level: Pal 3 

Components: \, S, DE 

Casting Time: | standard action 
Range: Touch 

Target: Lawful good creature touched 
Duration: 1 round/level 

Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless 


The subject gains damage reduction 
10/evil and silver, 


Are of Lightning 


Conjuration (Creation) [Electricity] 
Level: Drd 4, Sor/Wiz 5, Wing 5 
Components: V, S, M/DE 
Casting Time: | st 
Range: Close (25 ft. + 5 ft,/2 levels 
Area: A line between two creatures 


Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: No 


You create natural conductivity between 
ro creatures,anda bolt of electricity ares 
between them. This bolt deals 1d6 points 
of electricity damage per caster level 
‘maximum 15d6) to both creatures and 
to anything in the line between them, 

Both creatures must be in range, and 
you must be able to target them (as if this 
spell had them as its targets). Draw the line 
from any comer in one creature’ space 0 
any corner in the other’ 5 

Arcane Material Component: Two small 
iron rods 


Baleful Transposition 
Conjuration (Teleportation) 
Level: Sor/Wiz 2 
Components: V 
Casting Time: { standard action 
Range: Close (25 ft. + 5 ft,/2 levels 
Targets: Two creatures of up to Large 

size 

Duration: Instantaneous 
Saving Throw: Will negates 
Spell Resistance: Yes 


jures, of which you may 


Two target ete 
be one, instantly swap positions. The 
creatures must be connected by a solid 
object, such as the ground, a bridge, or a 
rope. Both targets must be within range 
Objects carried by the subject creatures 
(up to the creatures’ maximum loads) go 
with them, but other creatures do not, 
even if they are carried. The movement 


is instantaneous and does not provoke 
attacks of opportunity. 

Ifeither creature succeeds on its Will 
saye, the spell is negated. 


enign Transposition 
Conjuration (Teleportation’ 
Level: Sor/Wiz 1 


Components: V 
1 standard action 


Casting Tim 

Range: 

Targets: Two willing creatures of up to 
Large size 

Duration: Instantaneous 

Saving Throw: 

Spell Resistance: No 


Two target creatures, of which you may 
be one, instantly swap positions. Both 
targets must be within range. Objects 
catried by the target creatures (up to the 
creatures’ maximum loads) go with them, 
bur other creatures do not, even if they 


are carried. The movement is instanta- 
neous and does not provoke attacks of 
opportunity. 


iqby’s Slapping Hand 

Evocation [Force] 

Level: Sor/Wiz2 

Components: V, 5, F 

Casting Time: 1 standard action 
Range: Medium (100 ft. » 10 ft/level 
Bffect: One Tiny b 
Duration: Instantaneous 
Saving Throw: None (see text 
Spell Resistance: Yes 


Bighy'’s slapping hand causes a magical 
hand to appear, deliver a slap to one 
creature, then disappear. The slap dis- 
tracts the subject, causing it to immedi- 
ately provoke attacks of opportunity 


from creatures threatening its square 
The spell allows no saving throw, but 
the slapped creature can negate the 
effect with a successful DC 20 Concen 
tration check 

Focus: A leather glove. 


Blades of 
Conjuration [Fire] 
Level: Rer 2, Sor/Wi 2, Wmg 2 
Components: V 
Casting Time: 1 swift action 
Range: Touch 
Targets: Up to two m 

are wielding 

Duration: t round 
Saving Throw: None 
Spell Resistance: No 


pons you 


Flames sheathe your melee 


harming neither you nor the weapons 
but possibly burning your opponents. 
Your melee weapons each deal 1dé points 
of extra fire damage. This damage stacks 
with any energy damage your weapon 
already deals 


Blast of Flame 

Conjuration (Creation) [Fire] 
|: Sor/ Wi 4, Wing + 
‘Components: VS, M 
Casting Time: 1 standard action 
Range: 60 ft. 
Area: Cone-shaped burst 
Duration: Instantaneous 
Saving Throw: Reflex half 
Spell Resistance: No 


Flames fill the area, dealing 146 points of 
fire damage per caster level (maximum 
10d6) to.any creature in the area thar fails, 
its saving throw 

Material Component: A bit of wick 
soaked in oil 


Bless Weapon, Swift 
Transmutation 
Level: Pal 1 
Components: V 
Casting Time: 1 swift action 
Duration: ! round 


This spell functions like bless weapon (see 
page 205 of the Player’ Handbook) except 
as noted above. 


Close Wounds 
Conjuration (Healing) 
Level: Clr 3, Hlr 3 
Components: V 
Casting Time: { swift action 
Range: Close (25 ft. + 5 ft,/2 levels) 
‘Target: One creature 
Duration: Instantaneous 


Saving Throw: Will half (harmless); 
see text 


Spell Resistance: Yes (harmless) 


This spell cures 244 points of damage. 

You can cast this spell with an instant 
utterance. You may even cast this spel 
when it isnt your turn, If you cast this 
spell immediately after the subject takes 
damage, it effectively prevents the dam 
age. It would keep alive someone who 
had just dropped to ~10 hit points for 
imple, leaving the character at nega 
tive hit points but stable. 

Used against an undead creature, clos 
wounds deals damage instead of curing 
the creature (which takes half damage if 
it makes a Will saving throw). 


Cold Orb, Lesser 


Conjuration (Creation) [Cold] 
Level: Sor/Wir. 1, Wing 1 
Effect: One orb of cold 


This spell functions like lesser acid orb 
except that it deals cold damage. 


conviction 
Abjuration 

Level: Clr 1 

Components: \, S, M 

Casting Time: | standard action 
Range: Touch 

‘Target: Creature touched 

Duration: 1 min./level 

Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 


This spell bolsters the mental, physical 
and spiritual strength of the creature 
touched. The spell grants the subject +2 
morale bonus on all saving throws, with 
an addition: 
six caster levels you have (maximum 45 
morale bonus at 18th level 

Material Component; A mall parchment 
with a bit of holy text written upon it 


+1 to the bonus for every 


onviction, Legion's 

Abjuration 

Level: Clr 3 

Range: Medium (100 ft. » 10 ft,/level) 
Targets: Allies in a 20-ft-radius burst 


This spell functions like conviction, except 
that it affects multiple allies at a distance 


urse of Impending Blades 
Necromancy 

Level: Brd 2, Rgr 2, Sor/Wiz.2 
Components: V; , M/DF 

Casting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft/level) 
‘Target: One creature 


Duration: 1 min /level 
saving Throw: None 
Spell Resistance: Yes 


The subject of the spell has a hard 
time avoiding attacks, sometimes 
even seeming to stumble into 
harms way. The subject takes a 
penalty to AC, 

The curse cannot be dispelled, but it 
can be removed with a break enchant 
ment, limited wish, miracle, remove curse 
orwish spell 

Arcane Material Component: A nail 
through a piece of leather 


Curse of Impending Blades 
Legion's 
Necromancy 
Level: Brd 3, Rgr 3, Sor/Wix 3 
Range: Medium (100 ft, + 10 ft,/level) 
Targets: Enemies in a 20-ft-radius burst 


This spell functions like curse of impend- 
ing blades, except that it affects multiple 


Curse of Petty Failing 
Necromancy 
Level: Cle3 
Components: V, S, DF 
Casting Time: t standard action 
Range: Close (25 ft. + 5 ft,/2 levels) 
Target: One creature 
Duration: 1 min,/level 
saving Throw: None 
Spell Resistance: Yes 


The subject takes a2 penalty on attack 
wollsand saving throws 

The curse cannot be dispelled, bur it 
can be removed with a break enchant- 
‘ment, limited wish, miracle, remove curse, 


or wish spell 


Curse of Petty Failing, Legion's 
Necromancy 
Level: Clr 5 
Range: Medium (100 ft, » 10 ft./level) 
Targets: Enemy creatures in a 20+ft 
radius burst 


Thisspell Functions like curse of petty fal: 
ing, except that it affects multiple ene: 


mnies out to medium rai 


Delay Death 
Necromancy 
evel: Cle 3 
Components: V; S, DF 
Casting Time: 1 standard action 
Range: Touch 
Target: Living creature touched 
Duration: 1 round/level 


Saving Throw: Will negates (harmless 
Spell Resistance: Yes (harmless 


The subject of this powerful spell is 
unable to die from hit point damage. 
While under the protection of this 
spell, the normal limit of -9 hit points 
before a character dies is extended 
without limit, A condition or spell that 
destroys enough of the subject's body so 
as to not allow muse dead to work, such as 
a disintegrate effect, still kills the crea 
ture, as does death brought about by 
ability score damage, level drain, or a 
death effect. 

The spell does not prevent the subject 
from entering the dying state by drop. 

ig to~1 hit points. It merely prevents 
death as a result of hit point loss 

If the subject has fewer than ~9 hit 
points when the spells duration expires, 
he or she dies instantly. 


Demonhide 
Abjuration [Evil] 
Level: Blk 3 


‘Components: VS, DF 
Casting Time: t standard action 
Range: Touch 

Target: Evil creature touched 
Duration: 1 round/level 
Saving Throw; Will negates 
harmless 

Spell Resistance: Yes (harmless) 


The subject gains damage redue 
tion 10/cold iron and goox 


Divine Protection 

Enchantment (Compulsion) [Mind 

Affecting) 
Level: Clr 2, Pal? 
Components: V, S, DE 
Casting Time: standard action 
Range: Medium (100 ft. + 10 ft /level) 
Targets: Allies in a 20-ft-radius burst 
Duration: 1 min,/level 
Saving Throw: Will negates (harmless 
Spell Resistance: Yes (harmless) 


Allies gain a +1 morale bonus to their 
Armor Class and on saving throws 


Electric Orb, Lesser 
Conjuration (Creation) [Electricity] 


Level: Sor/Wiz 1, Wg 1 
\ Effect: One orb of electricity 


This spell functions like leser acid orb 
except that it deals electricity damage 


Expeditious Retreat, Swift 
Transmutation 
Level: Brd 1 
Components: V 
Casting Time: 
Duration: t round 


swift action 


This spell functions like expeditious retveat 
(see page 228 of the Player's Handbook 
except as noted above. 


Favorable Sacrifice 
Abjuration 
Level: Clr t 
Components: V; SM 
Casting Time: 1 standard action 
Range: Touch 
Target: Creature touched 
Duration: 1 hour/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 


The subject receives the protection of a 
nsurate with the 
value of the expended material compo- 
nent. Only one of the benefits listed 
below applies per casting of this spell; 
they do not stack. 


divine power comm 


peng 54 son 


Benefit 

Damage reduction 10/magic; 
resistance to acid 10, cold 
10, electricity 10, fire 10, 
sonic 10; spell resistance 10 
Damage reduction 15/magic 
resistance to acid 15, cold 
15, electricity 15, fre 15, 
sonic 15; spell resistance 15 
Damage reduction 20/magic 
tesistance to acid 20, cold 
20, electricity 20, fre 20, 
sonic 20; spell resistance 20 


5,000 gp 


25,000 gp 


Material Component: Gems worth a total 
of £,000 gp, 5,000 gp, or 25,000 gp. 

Fire Orb, Lesser 

Conjuration (Creation) [Fite] 

Level: Sot/Wiz 1, Wing 1 

Effe 


One otb of fire 


This spell functions like les 
except that it deals fire damage. 


seid orb, 


Fire Shield, Legion’s 
Evocation [Fire or Cold] 
Level: Sor/Wiz 5, Wig 5 
Components: V.S, M 
Range: Medium (100 ft. + 10 fe/le 
‘Targets: Allied creatures in a 20-ft 
radius burst 


This spell functions like fire shield (see 
page 230 of the Player’s Handbook), except 
as noted above. 


Fireburst 

Evocation [Fire] 

Level: Sor/Wiz 2, Wmg 2 

Components: VS. M 

Casting Time: t standard action 

Range: sft 

Effect: Burst of fire extending § ft. 
from you 

Duration: Instantaneous 

Saving Throw: Reflex half 

Spell Resistance: Yes 


Jireburst causes a powerful explosion of 
flame to burst from you, damaging any: 
one within 5 feet of you, All creatures 
within that area, except for you, take 1d8 
points of fire damage per caster level 
‘maximum Sd8 
affect you or any creatures or ebjects in 
your space, 

Material Component: A bit of sulfur 


The burst does not 


Fireburst, Gre 
Evocation [Fite] 
Level: Sor/Wiz 5, Wmg 5 
Effect: Burst of fire extending 10 ft 

from you 


This spell functions like fircburst, except 
that it affects creatures within 10 feet of 
you and deals a maximum of 15d8 points 
of damage to each one. 


Fly, Swift 
Transmutation 
Level: Brd 2, Drd 3 
Components: V 
Casting Time: | swift action 
Range: Personal 
‘Target: You 
Duration: t round 


This spell functions like fly (see page 
232 of the Players Handbook), except as 
noted above 


Guided Arrow 
Divination 
Level: Rgr | 
Components: 
Casting Time: t swift action 
Range: Personal 
Target: You 
Duration: | round 


Targets of your ranged attacks do not 
get bonuses to Armor Class because of 
cover. You still cant hit creatures with 
total cover 


Guiding Light 
Evocation [Light] 
Level: Clr 1, Sor/Wiz 1 
Components: V; S 
Casting Time: | standard action 
Range: Long (400 ft. + 40 ft /level 
Targets: Creatures in a S-ft-radius burst 
Duration: | min./level (D) 
Saving Throw: None 
Spell Resistance: Yes 


Light shines over the affected area, illu- 
minating all targets within it. The light 
geants a +1 circumstance bonus on 
ck rolls a 


ainst any target in 


the area 


Spellcasters in battle sometimes use 
this spell 1o designate targets for archers. 


Haste, Swift 
Transmutation 
Level: Rr 2 
‘Components: V 
Casting Time: 1 swift action 
Target: You 
Duration: t round 


This spell functions as haste (see page 
239 of the Player’ f 
noted above. 


ndbook), except as 


Holy Spurs 
Transmutation 
Level; Pal 2 


Casting swift action 

Range: Close (25 ft. + 5 ft/2 levels) 
‘Target: Your special mount 

Duration: { round 

Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 


This spell increases your special mount’s 
base land speed by 40 feet. This adjust- 
ment is treated as an enhancement 
bonus 


Incite 

enchantment (Compulsion) [Mind: 
ffecting] 

Level: Brd 1, Clr 1, Sor/Wiz t 
Components: V, $ 

Casting Time: | standard action 
Range: Close (25 ft. + 5 ft,/2 levels 
‘Target: One creature 

Durati 1 min/level 

Saving Throw: Will negates 

Spell Resistance: Yes 


This spell incites the subject into acting 
The subject is not allowed to delay or to 
ready an action. Ifthe subject is currently 
delaying, it acts as soon as the spell is 
cast, Ifthe subject currently hasan action 
readied, it may act as normal but cant 
later ready another action while the spell 
remains in effect 


Inhibit 

Enchantment (Compulsion) [Mind- 
Affecting] 

Level: Brd 1, Clr 1, Sor/Wiz 1 
Components: VS 
Casting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft /level 
Target: One creature 
Duration; Instantaneous 
Saving Throw: Will negates 
Spell Resistance: Yes 


‘The caster inhibits his foe from acting 
The subject is forced to delay until the 
following round, acting immediately 
before the caster on the caster’ initia: 
tive count 


Invisibility, Swift 
Ilusion (Glamer 
Level: Asn2, Brd 2 
Components: V 
Casting Time: 1 swift action 

Range: Personal 
‘Target: You 
Duration: 1 round 


This spell functions like mursbility (see 
page 245 of the Players Handbook), except 
asnoted above 


Lightfoot 
Transmutation 
Level: Asn t, Rert 
Components: V 
Casting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: 1 round 


You move with unearthly agility. You 
provoke no attacks of opportunity when 
moving, 


Lionheart 
Abjuration (Mind-Affecting] 
Level: Pal 1 
Component: 
Casting Time: 
Range: Touch 
Target: Creature touched 


VSM 
1 standard action 


Duration: 1 round/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 


Thesubject gains immunity to fear effects. 


Lion's Charge 
Tansmurarion 
Level: Drd 3, Rer 4 
Components: V 
Casting Time: I swift 

action 

Range: Personal 
Target: You 
Duration: 1 round 


This spell grants you the 
pounce special ability (see 
age 313 of the Monster 
Manual), 


Living Undeath 
Nectomaney 

Level: Clr 2 

VS, DF 

1 standard action 


Range: Touch 

Target: Creature touched 

Duration: 1 min,/level 

Saving Throw: Fortitude negates 
(harmless) 

Spell Resistance: Yes (harmless) 


‘his spell imparts a physical transfor 
nation upon the subject, not unlike the 
process that produces a zombie. While 
ihe subject does not actually become 
undead, its vital processes are tem- 
porarily bypassed with no seeming ill 
effect. Te subject becomes not subject 


to sneak attacks and critical hits, just as 
undead are, 

While the spell isin effect, the subject 
takes a4 penalty to its Charisma score 
(to. minimum of 1). 


Mardenkainen’s Buzzing Bee 
Conjuration (Creation) 
Level: Sor/Wiz 1 
Components: V, SM 
Casting Time: 1 standard action 
Aedium (100 fe. + 10 f./level) 
phantom bee 
Duration: I min,/level (D) 
Saving Throw: None 
Spell Resistance: No 


this spell causes a small bur extremely 
loud bee to appear. It buzzes around the 
head of creature you designate. (The 
creature must be within range, and you 
must be touching or be able to see the 
creature. Once you designate a creature 
the bee stays with it; you cannot desig- 
nate another creature.) 

The bee creates an unnerving noise 
that disrupts the subject's concentra- 
tion. The subject takes 1-10 penalty on 
all Move Silently and Concentration 
checks, (Creatures that can't hear don't 
take the penalty on Concentration 
checks.) Ifthe subject attempts to cast or 


Drow Clerie 
of Lolth 


maintain a spell, it must make a DC 10 
Concentration check even if thereare no 
other distractions. 

The bee has aly speed of 180 feet (per 
fect), It remains near the subject in spite 


of darkness, invisibility, polymorphing, 
cover, concealment, orany other attempt 
at disguising or hiding. The bee remains 
until the spell’ duration expires or the 
subject moves out of range 

The bee canit be attacked, butitcan be 
dispelled. 

Material Component: A dab of honey 


Panacea 


Conjuration (Healing) 

Level: Cle, Drd 5, He + 

Components: Vj $ 

Casting Time: | standard action 

Range: Touch: 

‘Target: Creature touched 

Duration: Instantaneous 

Saving Throw: Will half (harmless); 
see text 

Spell Resistance: Yes (harmless) 


This spell channels positive energy 
into a creature t0 wipe away afflictions 
It immediately ends any of the follow- 
ing conditions affecting the target 
blinded, confused, dazed, dazzled, deat- 
ened, diseased, exhausted, fatigued, 
frightened, nauseated, panicked, para- 
lyzed, shaken, sickened, and stunned. 
It negates sleep effects and the effect of 
the feeblemind spell, and ends any addi: 
tional effects from poison, as the neu- 
Imalize poison spell. It also cures 1d8 

1 point per caster 


points of damage + 
level (up to +20). 

Panacea does not remove ability dam- 

negative levels, or permanently 


age 
drained levels. It does not remove con 
ditions caused by spells of 7th level or 
higher, or by spells or effects that can- 
not be dispelled 

Used against an undead creature, 
panacea deals damage instead of curing 
the creature (which takes half damage if 

it makes a Will saving throw), but it 

has no other effect. 


Quick March 
Transmutation 
Level: Clr 2, Pal 
Components: V, S, DF 
Casting Time: | standard action 
Range: Medium (100 ft. + 10 
fi/le 
‘Targets: Allies in a 20-ft-radius burst 
Duration: | round 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 


& 
3 
= 


Mus. by D. Hanley 


Quick march increases your allies’ base 
land speed by 30 feet. (This adjustment is 
considered an enhancement bonus.) 
There is no effect on other modes of 


movement, such as burrow, climb, fly, or 


swim, As with any effect that increases a 
creature's speed, this spell affects maxi 


mum jumping distance 


Repair Critical Damage 
Transmuta 
Level: Sor/Wiz-+ 


As repairlight damage, 


scept repay critical 
irs 4d8 points of damage +1 


damage re} 


point per caster level (up 10 +20). 


Repair Light Damage 
Transmutation 
Level; Sor/Wis.t 
Components: V.S 
Casting Time: 
Range: Touch 
Target: Construct touched 
Duration: Insta 
Saving Throw: 
Spell Resistance: Yes (harmless) 


standard action 


When laying your hands upon a con- 
struct thar has at least t hit point remain: 
ing, you transmute its structure to repair 
damage it has taken. The 
spell repairs 1d8 points of 
damage + 1 point per caster 
level (up t0 +5). 


Repair Minor Damage 
Transmutation 
Level: Sor/Wiz 0 


As light 
except repair minor damage 
repairs only 1 point of 
damage. 


repair lamage, 


Repair Moderate Damage 
nsmutation 


Level: Sor 


As repair light damage, except repair 


moderate damage repairs 248 points of 


damage + 1 point per caster level (up to 
40 


Repair Serious Damage 
Transmutation 
Level: Sor/Wiz 3 


As repair light damage, except 

repair serious damage repairs 348 

points of damage + 1 point per 
up to +15). 


caster leve 


Clericof Corellon 
Larethian 


Revivify 
Conjuration (Healing) 
Level: Clr 5, Hlr s 
Components: V, SM 
Casting Time: 1 standard action 
Range: Touch 
Target: Dead c 
Duration: Inst: 
Saving Throw: text 
Spell Resistance: Yes (harmless 


ature touched 


Revivify miraculously restores |i 


recently deceased creature. However, the 


spell must be cast within 1 round of the 


victim’s death, Before the soul of the de 
ceased has completely left the body, this 
spell halts its journey while repairing 
somewhat the damage to the body. This 
spell functions like raise dead, except that 
the raised creature receives no level loss, 
no Constitution loss, and no loss of 


spells. The creature is only restored to 1 
hit points (bur is stable). 

Material Component: Diamonds worth 
at least 1,000 gp. 


Righteous Aura 

Abjuration (Good, Light] 

Level: Pal 4 

‘Components: V, S, DE 

Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 hour/level 


You are bathed in an unearthly glow for 
the duration of the spel (as if a daylight 
spell had been cast on you), You get a+4 
sacred bonus to your Charisma score 

If you die, your body is converted into 
an explosive blast of energy in a 20-foot 
radius burst centered where you fell, deal 


ing 2d6 points of damage per caster level 
‘maximum 20d6) toll nongood creatures 
Good creatures in the 
area are healed by the same amount, and 
undead take double this damage. Spel 


int this damage, 


in the burst's ar 


resistance cannot pre 
but a successful Reflex save reduces 
half. Your body is disintegrated, so you 
cannot be raised with a mise dead spell 
Spells that do not require an intact body, 
such as true resurrection, can be used 10 
bring you back to life as normal 


Righteous Fury 
Evocation [Good] 
Level: Pal 2 
Components: V,S 
Casting Time: 1 standard action 
Range: Touch 
Target: Creature touched 
Duration: 1 round/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 


1's charge attacks deal double 
e subject does not have to be 
mounted or wielding a lance.) Ifthe sub- 
ject makes more than one attack on 4 
charge, the double damage applies only 
to the first attack. 


Ring of Blades 

S\. Conjuration 

\ Level: Clr 3, Wing 3 
Components: V, S, M 
Casting Time: { standard action 
Range: Personal 
Target: You 
Duration: 1 min/level 


This spell conjuresa ring of swirling 
metal blades around you, The ring ex 
tends 5 feet from you, into all squares 


jacent to your space, Each round on 


your turn, starting when you cast the 
spell, the blades deal 1d6 points of 
damage + 1 point per caster level (up 10 
maximum of +10) tall creatures in 

the affected area, 
The blades conjured by a lawful 
“DP aligned cleric are cold iron, those com 
jured by a chaotic-aligned cleric are 
silver, and those conjured by cleric who 
is neither lawful nor chaotic are steel 
Material Component: A. small. dagger 


Level: Cle 
Range: Medium (100 


of Faith, Leg 


Targets: Allied creatures in a 
20-ft-radius burst 


his spell functions like shield 
fuith (see page 278 of the 
ayer’ Handbook), except that 

i affects multiple allies at a 
stance 

Enchantment (Compulsion) 
[Mind-Affecting] 

Level: Clr 1 

Components: V; S, M 

Casting Time: 1 standard 

inge: Personal 

Target: You 

Duration: 1 min//level 


You are granted a vision that 
Wws you how your foes will 
xcteach round and allows you 


respond quickly to them, 


When you cast cis spell, you 
ay set your initiative check 
wafer (but only if doing so 


e result). You 


know the initiative check results of all 


your foes while the spell is in effect, and 


u know which opponent will act first 
ase of ties. This spell applies to all 

foes in your line of sight. 
Material Component: A small piece of 
d goat intestine or some tea leaves 


ashing Darkne 
Level: Clr 3 

Components: V, S 

Casting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft/level 
Blfect: Ray 

Duration: Instantaneous 

Saying Throw: None 

Spell Resistance: Yes 


A hissing, hurtling ribbon of pure dark 


ness flies from your hand, A creature 


k by this ray of darkness takes 1d8 


ints of di wvels 


ge per two caster 
maximum 5d8). An undead creature 

ad heals 1d8 points of damage per 
wocaster levels (maximum 5d8 


Level: Sor/Wiz 1 


A drow cleric casts the slashing darkness spell, 


Components: V 
Casting Time: 1 standard action 
f+ 5 ft 


Close 
t; One creature 
on: Instantaneous 
Saving Throw: Will negates 
Spell Resistance: Yes 


You slide the subject c 


ature along the 
ground a distance of 5 feet in any direc 
tion. (IF the creatue is flying or other 
wise not on the ground, it moves parallel 
lide the subject 


tothe ground.) You 
into a space that is occupied by an ally, an 
enemy, or a solid object 
to slide the subject into such a space, the 


If you attempt 


spell automatically ends.) You can slide 


the subject fast enough to clear small 


gaps in the ground, such as narrow pits. 


You cannot slide the subject up oF down, 


but you can slide irover the edge ofa cliff 


or the like. 


This movement does not provoke 
attacks of opportunity 
Slide, Greater 
Transmutation 
Level: Sor/Wiz 2 
Medium (100 f 


Ran 10 ft/level 


This spell functions like slide 
except that you can slide the 
subject creature 20 feet in a 


straight line 


s Swiftness 


Tr 
Level: Drd 1, Sor/Wiz.2 
‘Components: \, S, M/DE 


ting Time: 1 standard 
action 

Range: Close (25 ft 
levels 

Target: One creature 
Duration: Instantany 


sfi./2 


Saving Throw: \ 
harmless 

Spell Resistance: Yes 
harmless 


The subject may immediately 

ake one melee or ranged 
attack if it has already 
taken its action for the 


Taking this action doesn't 


affect the subject's normal 
place in the initiative order 
This isa single attack and fol 
lows the standard rules for 
attacking. 

This spell does not allow 
the subject to make more than 
additional attack in a 


f the subject has 


bund. 


already made an additional attack, due 


s spell, from the 


toa prior casting of th 


haste spell, or from any other source 
this spell fails 
Arcane Material C ents A few 
scales from a snake 
Snake's Swiftness, Legion's 


Transmutation 
Level: Drd 2, Sor/Wiz 3 
Range: Medium (100 ft. + 10 ft/level 


Targets: Allied creatures in a 20-f 


This spell functions like snake’ swiftness, 
except that itaffects multiple allies out to 


medium ran 


Sonic Orb, | 


Conjuration (Creation) (Fire 
Level: Sor/Wiz 1, Wmg t 
Effect: One orb of sonic energy 


This spell functions like lesser acid orb 
except that it deals from 1d6 to sdo 


nese Gemny 


Tiger's Tooth 
Transmutation 

Level: Drd 2 

Components: V 

Casting Time: | swift action 
Range: Living creature touched 
Target: You 

Duration: t round 


This spell functions like greater magic fang 
see page 250 of the Player’: Handbo 
except as noted above. 


Undeniable Gravity 
Transmutation 
Level: Bri 2, Sor/Wiz 2 


A flying creature, which ean be a crea: 
ture that can fly by means of the fly spell 
or some similar magical effect, is 
grounded. If this spell is cast on a crea: 


ture currently flying, that creature 
descends at a speed of 60 feet per round 
bur does not fall (and thus is not subject 
to falling damage). The creature can still 
use its fly speed to move horizontally or 
down, but not up. Once it is on the 
ground, the subject can no longer use 
its fly speed 

This spell does not affect incorporeal 
creatures 


Material Component: A wing torn from 
ally 


This spell functions like wna 
except that i 


viable gravity, 
iple creatures 


fects mu 


Veil of Shadow 
Evocation [Darkness] 
Level: Asn 2, Blk 2, Clr2, Sor/Wiz 2 
Components: VS 
Casting Time: | standard action 


Duration: 1 min_/level 


Swirling wisps of darkness obscure your 
form, granting you concealment. The 
20% miss chance is active even if the 
attacker has darkvision 


Components: V, SM 
Casting Time: { standard action 
Range: Long (400 ft +40 ft/level) 
Target: One flying creature 
Duration: 1 min,/level 

Saving Throw: Will negates 

Spell Resistance: Yes 


MAGIC TTEMS 


Warlords intent on victory demand constant innovation from 
wizards and other spelleasters who create magic items for battle. 
Sometimes victory comes from crafting more powerful magic 
items. On the other hand, sometimes victory comes from craft 
{ng items of such ingenious simplicity that one can afford 10 
ourfitan entire warband with them, 

This section describes new magic items of v 
eral of the e a swift action to act 
swift actions, see the first page of this chapter. 


MAGIC SHIELD SPECIAL ABILITY 
A shield with a special ability must have at least a +1 enhance- 
ment bonus 
Paired: A shield with this special abi 
of sea 


Transmutation 


aarious types. Sev: 


ns requi 


ate. For more on 


ringed by a series 
+s that lock into a mesh when brought in contact with an 
allys shield that possesses the same ability: The wielder of a 
red shield gains a +1 enhancement bonus to Armor Class for 
every adjacent ally also wielding a paired shield. 
Faint abjuration; GL sth; Craft Magic Arms and Armor; Price 
+1 bonus 


MAGIC WEAPON SPECIAL ABILITIES 
‘A magic weapon with a special ability must have at least a +1 
enhancement bonus. 

Deadly Precision: A weapon with this ability deals an extra 
2d6 points of damage when its wielder makes a successful sneak 
attack. This ability does not bestow the ability to make sneak 
attacks upon a user who does not already have it 

Strong enchantment; CL 12th; Craft Magic Arms and Armor, 

edge; Price +2 bonus. 

Doom Burst; A cascade of blackness pours from this 
weapon when its wielder strikes true. On a successful critical 
hit, the weapon causes the victim to become shaken (no saving 
throw) for § minutes, This effect activates even if the creature 
struck is not subject to critical hits (roll to see if a critical b 
occurs, then apply the shaken effect if appropriate). A creature 
that is already shaken is not affected (aside from the critical 
hit damage) 


Undeniable Gravity, Legion's 


Level: Bed 4, Sor/Wiz 4 
Range: Long (400 ft. + 40 
reatures in a 20-ft 


This spell effect is suppressed in day 
light or in the area of alight spell of sed 
level or higher. 

See iny 


fnlity does not counter the vel 
of shadow’s concealment effect, but a true 
seeing spell does 


Faint necromancy; CL sth; Craft Magic Arms and Armor 
doom; Price +1 bonus. 

Fear Burst: A horrific vision of impending death rises out of 
the weapon when its wielder strikes true. Ona successful critical 
hit, the weapon afflicts the target with cause fear (Will DC 11 
negates), This effect activates even if the creature struck is not 
subject t0 critical hits (roll ro see if a critical hit occurs, then 
apply the fear effect if appropriate), but it does not affect cre 
{ures immune to mind-affecting spells, 

Faint necromancy; CL Sth; Craft Magic Arms and Armor, 
fear; Price +1 bonus. 

Maiming: A weapon with this special ability twists and digs 
into the flesh of the creatures it strikes true. This weapon has 3 
random multiplier for critical hits. the weapon normally has 
2 critical multiplier, rall 1d4 each time you successfully scorea 
ccitical hit to determine your multiplier. For weapons with a %3 
multiplier, roll 1d6 t0 determine the new multiplier. For a xt 
multiplier, roll tds, 

Faint transmutation; CL Sth; Craft Magic Arms and Armor, 
keen edge; Price +1 bonus. 

Paralytie Burst: A wave of green energy washes over the 
victim of this weapon when its wielder strikes true, On a suc 
cessful critical hit, the weapon afflicts the rarget with hold mon 
ster (Will DC 17 negates), This effect activates even if the creature 
struck is not subject to critical hits (roll 10 see if a critical hit 
occurs, then apply the hold monster effect if appropriate) 

Moderate enchantment; CL 9th; Craft Magic Armsand Armor, 
hold monster; Price +2 bonus 


0 ee 


DROW AND VEIL OF SHADOW 

‘As an optional rule, the DM may decide that some (or all) drow have 
veil of shadow as a racial spelllke ability rather than darkness. In fact, 
some of the statistics given for drow miniatures (see Chapter 4: Stat 
Cards) take advantage of this optional rule. In some situations, vel of 
shadow Is a mote interesting ability than darkness—especilly in minia- 
tures batles, which slow down and are much less fun when darkness is 
in effec. 


Prismatic Burst: A multicolored beam of light plays over 
the victim of this weapon when its wielder strikes true, On a 
successful critical hit, the weapon strikes the target with a 
ynismatc spray effect (save DC 20). This effect activates even 


ifthe creature struck is not subject to critical hits (roll 10 


seeifacritical hit occurs, then apply the prismatic spray effect J)\ 


ifsppropriate) 

Strong evocation; CL 13th; Craft Magic Arms and Armor, 
yriamatie spray; Price +3 bonus. 

Slow Burst: A chill aura numbs this weapons vietim when its 
wielder strikes true, On a successful critical hit, the weapon 
afflicts the target with a slow effect (Will DC 14 negates). This 
effect activates even if the creature struck is not subject to criti 
«al hits (roll to see if a critical hit occurs, then apply the slow 
effet if appropriate) 

Faint transmutation; CL sth; Craft Magic Arms and Armor, 
sw; Price +1 bonus, 

Sonic: Upon command, a sonic weapon is surrounded with 
waves of sound energy. The sonic energy does not harm the 
\ielder. The effect remains until another command is given, A 
sonic weapon deals an extra 1d points of sonic damage on a suc- 
cessful hit, Bows, crossbows, and slings so crafted bestow the 
sonic energy upon their ammunition 

Moderate evocation; CL sth; Craft Magic Arms and Armor, 
sound burst; Price +1 bonus, 

Sonic Burst: A sonic burst weapon functions as a sonic 
weapon that also explodes with sonic energy upon striking 
sucessful critical hit. If the weapon normally has a x2 critical 
multiplier, add an extra 1d8 points of sonic damage each time 
you successfully score a critical hit, For weapons with a3 mul- 
‘plier, add 2d8 points of sonic damage; for a 4 multiplier, add 
38 points of sonic damage. Bows, crossbows, and slings so 
crated bestow the sonic energy upon their ammunition. This 
eflect activates even if the creature struck is nor subject to criti 
ail hits (roll to see if a critical hit 


YX 
Half Elf Sorcerer 
(PEI: \ 


Druid of Obud-Hai 


occurs, then apply the extra 
damage if appropriate). Even if the sonic ability is not active, 
the weapon still deals its extra sonic damage on a successful 
critical hit 

Strong evocation; CL 12th; Craft Magic Arms and Armor, 
sound burst; Price +2 bonus, 


Specific Weapons 
The following specific weapons are usually preconstructed with 
exacily the qualities described here 

Bullet of Sound: If this +1 sling bullet strikes a foe, it blasts an 
area with a tremendous cacophony, Every creature within a 10-foot 
radius takes 1d8 points of sonic damage and must succeed ona DC 
13 Fortitude saving throw to avoid being stunned for 1 round. 

Faint evocation; CL 3rd; Craft Magic Arms and Armor, sound 
burst Price 196 gp. 

Crossbow of Reloading: An elegantly designed weapon, this 
+1 light crosshow is decorated with ancient symbols of wind and 
energy along its handle, Reloading this weapon is a free action 
instead of a move action, 

Moderate transmutation; CL 7th; Craft Magic Arms and 
Armor, haste; Price 6,335 gp. 

Demonward; This weapon isa +1 holy greuisword made of cold 
iron.Demonward weapons were crafted for use in planar wars 
against terrif 
world, They are scarred and notched from their frequent contact 
with demonic skin. 


opponents from the deepest pits of the under 


= 
8 
= 
a 


Moderate evocation (good); CL 7th; Craft Magic Arms and 
Armor, holy smite, creator must be good; Price 20,400 gp. 

Devilward: This weapon is a +1 holy greatsword made with 
alchemical silver. Devilward weapons were forged in heavenly 
fires to be used against pit fiends and similar powers of hell, The 
alchemical silver material of this weapon imposes a—1 penalty on 
its damage, effectively canceling the +1 enhancement bonus, 

Moderate evocation [good]; CL 7th; Craft Magic Arms and 
Armor, lily smite, creator must be good; Price 18,480 gp. 

Living Chain: This weapon seems possessed of some basic 
form of sentience. When it is used on an attempt to trip an oppo: 
nent, this +2spiked chamn coils around the victims limbs, adding a 
+4 bonus on the wielder’s Strength check to trip the opponent. 
This bonus is in addition to the normal benefits that chains get 
when attempting to trip 

Moderate transmutation; CL 7th; Craft Magic Arms and 
Atmor, bulls strength; Brice 12,325 gp. 

Weapon of Transmutation: This plain-looking +1 longswond 
has been designed to deal with foes of any origin. After its 
wielder successfully hits a creature that has damage reduction 
(with the normal effects) over the next round the weapon trans 
forms itself, king on the properties required to overcome that 
creature’ damage reduction. The change takes effect at the 
beginning of your next turn. Once changed, the weapon over- 
comes that type of damage reduction for 10 rounds ot until it 
strikes a creature with a different type of damage reduction (at 


which point it changes to overcome that type). Ifthe creature 
struck has multiple types of damage reduction, the weapon over- 
comes all of them. If the creature gains a new type of damage 
reduction after initially being struck, such as from changing its 
form, the weapon must change before being able to overcome 
the new type. 

The weapon does not gain any other benefit of the properties 
it takes on, and it always deals its normal damage. 

Strong transmutation; CL 13th; Craft Magic Arms and Armor, 
limated wish; Price 50,315 gp. 


RING DESCRIPTION 
Rings are coveted and useful magical items. One new ring is 
described here 
Ring of Communication: Each of these silverringsis inscribed 
with the Draconic word for friendship. While a ring of communica- 


tion is worn, the wearer can clearly hear anything said (even if 
whispered quietly) by anyone else within 1 mile who is wearing 
another ring of communication to whom the wearer is attuned. To 
become attuned, two or more ring of communication wearers need 
to touch their rings together and speak the command word, Any 
number of ring wearers can become attuned to one another, so 
longas they are all attuned together at the same time. 

The wearer re 


attuned until he removes the ring (or until 
all other wearers to which he is attuned remove theirs) or 
attunes himself toa different ring wearer. 

Faint divination; CL sth; Forge Ring, detec! thow 
2,000 gp. 


ROD DESCRIPTIONS 
Rods represent might and power. A couple of standard rods are 
described below. 

Rod of Sliding: Small magnets are set into each end of this 
iron rod. Once per day, the wielder may target a creature up to 30 
feet away. Upon command, the wielder can push the targeted 
creature § feet farther away into an unoccupied square, or she can 
pull the targeted creature 5 feet closer into an unoccupied 
square. This movement does not provoke attacks of opportunity. 


its; Price 


An unwilling creature gets a DC 11 Will saying throw to negate 
the effect 

Moderate transmutation; CL 9th; Craft Rod, slide; Price: 7,200 gp. 

‘New spell described earlier in this chapter. 

Rod of Transposition: Small bolts of light arc from one end 
to the other end of this rod, Once per day, the rod allows its 
wielder to exchange positions with another creature within 30 
feet. An unwilling creature gets a DC 13 Will saving throw to 
negate the effect. 

Moderate conjuration; CL 7th; Craft Rod, baleful transposition’ 
Price 11,200 gp 

*New spell described earlier in this chapter: 


WONDROUS ITEM DESCRIPTIONS 

Wondrous items come in many forms. Some new wondrous 

items are described below. 

Amulet of Fortune Prevailing: Blessed by ancient gods of 
luck, this amulet allows its wearer to change his fortune. Once 
per day, after the amuler’s wearer attempts a saving throw (but 
before it’s determined whether the save succeeded), he may 
choose to reroll the saving throw, He must use the second result 
even ifit’s lower, The wearer cant use this ability if he has already 
rerolled the saving throw because of another ability he possesses, 
nor can he use another ability he possesses to reroll the saving 
throw a second time. The amulet can be used only after itis worn 
continuously for 24 hours, If itis taken off, it becomes ina 
until it is again donned and worn for a full 24 hours, 

Moderate divination; CL 9th; 

ice 8,000 gp. 

Belt of One Mighty Blow: Once per day, asa swift action, the 
wearer of this belt can activate the belt to gain extra damage on 
her next melee attack. A light weapon deals an extra 1d8 points 
of damage, a one-handed weapon deals an extra 2d6 points of 
damage, and a two-handed weapon deals an extra 3d6 points of 
damage, The belt can be used only after being worn continuously 
for 24 hours, it is taken off, it becomes inactive until itis again 
donned and worn fora full 24 hours. 

Faint transmutation; CL sth; Craft Wondrous tem, bulls 
strength; Price 1,500 gp. 

Belt of Magnificence: This sparkling metal belt projects 
power and authority. The belt adds a +2, +4 or +6 enhancement 
bonus to the wearer's Strength, Dexterity, Constitution, Intel 

, Wisdom and Charisma scores. 

Strong transmutation; CL 18th; Craft Wondrous Tem, bear 
endurance, bull’ strength, cat's grace, eagle's splendor, fox's cunning, owls 
Wisdom; Price 25,000 gp (+2), 100,000 gp (+4) or 200,000 gp (+6) 

Boots of Big Stepping: The spirit of the blink dog has been 
harnessed within these wolfhide boots, Once per day, asa stan 
dard action, the wearer can use dimension door. The boots can be 
used only after being worn continuously for 24 hours. Ifthey are 
taken off, they becomes inactive until they are again donned and 
worn for a full 24 hours. 

Moderate conjuration; CL 7th; Craft Wondrous Item, dimen: 
sion door; Price 11,200 gp. 

Boots of Charging: These boots give the wearer the Powerful 
Charge feat (see Chapter 1 of this book) as long as they are worn 

Faint transmutation; CL Sth; Craft Wondrous Item, longstrider, 
Price 5,000 gp. 

Bracers of Quick Strike: These 
incre 


aft Wondrous Item, augury 


racers provide the benefit of 
ble speed. Once per day, when taking a full attack action, 
asa swift action the wearer may make one additional attack with 
any weapon he is holding, The attack is made at the wearer’ full 
base attack bonus, plus any modifiers appropriate to the situation 
(This effect is not cumulative with similar effects, such as that 


1, nor doesit actu 


aspeed weapon or by the haste sp 
The bracers can 


ally grant an extra action, used only after 
ing worn continuously for 24 hours. If they are taken off, they 


become inactive until they are again donned and worn for a full 


Faint transmutation; CL Sth; Craft Wondrous Item, hast; Price 
{200 gp. 

Cloak of Elemental Protection 
arious colors, protects the wearer from energy attacks 
vate the cloak 


This cloak, woven with 


nce per day, as a swif 
ain resistance 10 against a type of energy of the we 
choice (acid, cold electricity, fie, or sonic), The wearer can activate 


thecloak when it is not his turn. The wearer therefore can 


action, the \ 


respond to an energy attack by immediately activating, 


the cloak and choosing the attack’s energy type 


The cloak can be used only after being worn 


ntinuously for 24 hours. Ifitis taken off, it 


mes inactive until it is again 


nned and worn for a full 24 hours. 
Faint abjuration; CL 3rd; Craft Won- 

drous Item, resist energy; Price 1,000 gp. 
Cloak of the Salamander: This 
loak, made of scales from a reptil 


ure, wraps its wearer in a 
deep blue flame. Any creature strik 
ing the cloak’s wearer with a natu- 
als 


attick or a melee weapon d 
also takes 1d6- 


normal damage bd 


points of fire dam 

Moderate evocation; CL 7th; 
Graft Wondrous Item, fine shield 
Price 56,000 gp. 

Cloak of Thorns: This brown 
cloak seems to be composed 
entirely of long thorns. The cloak 
rants +2 natural armor 
striking 


to AC. Any cre 
loak's wearer with a narural 


«tack ora melee weapon deals normal 


image but also takes 1d4+3 points of 


Moderate transmutation; CL 7th 
Craft Wondrous Item; barkskin, com 
nand plants, Price 40,000 gp. 

Collar of Command: When this 

lars put on an animal, the animal is 

abject tothe control of the collars owner 
ct. The 


itisundera dommate animal 
| obeys the owner’ silent 


ental commands, Usually, the 


Cloak ofthe salamander 


is placed on an animal that 
fusbeen rendered unconscious, staggered by means of nonlethal 


appled and pinned. 
the skirmish or mass bartle rules, this collar 


When usin 
“moves the animal's Difficult special ability 
faint enchantment; CL sth; Craft Wondrous Item, dominate 


ice 30,000 gp. 
Exploding Spike: Warm to the touch, this red spike pulses 
Fh stored energy. The spike does nothing until it is planted 


mily in the ground (a standard action), One round later, the 
pike becomes invisible. Any creature that thereafter comes 
hin 10 Feet of the spike causes it to explode in a fireball that 


lex DC 14 half) to every 


Is 10d6 points of fire damage 


ure within 20 feet of the spike. This blast destroys the spike 


Moderate evocation; CL 11th; Craft Wondrous Item, fireball, 
Price 1,500 gp 

Field Provisions Box: When opened, this well-crafted 
hs basic food and water to feed up to 


wooden box produces eno 


ses, providing a full day's sustenance 


fifteen humans or five h 
Itcan be used once per day 
Faint conjuration; CL sth; Craft Wondrous Item, crate fo 


water; Price 2,000 
Gloves of Fortunate S 
warmakers, these gloves allow their wearer to attempt to change 


ng: Best worn by the cleverest of 


an unfortunate strike at the enemy to a more accurate one. Once 
per day, after the wearer of the gloves has 
made an attack roll (but before its deter 
mined whether the roll succeeded), he 
may choose to make the attack roll again. 

He must use th 

its lower. The we 

ability if he has already m: 


second result even if 


rer can't use this 
de the 


attack roll again because of another abil. 
ity he possesses, nor can he use another 
ability he possesses to make the attack 
roll again ahe uses the gloves. The gloves 
can be used only after they are worn 
hours. If they are 


continuously for 
taken off, they become inactive until 
they are again donned and worn for a 
full 24 hours, 
Faint divination; CL 3rd; Craft 
Wondrous Item, true strike; Price 
2,000 gp. 
Helm of Glorious Recovery 
Once per day, the wearer of this 
helm can activate it by uttering the 
The helm instanta 
of 44847 


command word 
neously cures the wearer 
ge. The heln 


be activated after being wo 


points of dam 
n contin: 


uously for 24 hours, If itis taken off, it 
until it is again 


donned and worn for a full 24 hours 
Moderate conjuration; CL 7th; Craft 
Wondrous Item, cure critical wounds; P 
5,600 gp. 
Horn of Volume: This horn lets the 


be heard up to twice as far as she normally 


would be when speaking 
atures that can hear 


an ability that affects c 


the user 
When using the skirmish or mass battle rules, 
the bearer can command creatures not in line of 
sight up to 12 squares away, instead of the normal 6. This benefit 


does not increase the range of Commander Effects. 
nn; Pric 


Faint illusion; CL 3rd; Craft Wondrous Item, ghost 


1,000 gp. 

Magic Sleeping Bag: This woolen sleeping bag grants the use 
a comfortable and peaceful n While the user lies 
within, it provides the benefit of endure elements, With a night 
haracter level (in addi 


rest, the user also recovers t hit point pe 
tion to hit points recovered normally). Getting into or out of a 
‘magic sleeping bag is a full-round action, 

Faint conjuration and enchantment; CL 3rd; Craft Wondrous 
Icem, endure elements, cure light wounds; Price 1,000 gp. 
\dals of Sprinting: The fleeting speed of the cheetah has 
n imbued in these light sandals. Once per day, as a swift 


by 


LS] 


uddey 


5 
s 
3 
x 


action, the sandals’ wearer can activate them to inceease herland 
movement by 30 feet, toa maximum of twice her normal speed, 
until the start of her next turn. This increase counts as an 
enhancement bonus, and it affects the wearer’ jump 
ing distance as normal for increased speed. The 
sandals can be used only after being worn contin: 
ously for 24 hours. If they are taken off, they 
become inactive until they are again do 
worn for a full 24 hours 
Faint transmutation; CL sth, Craft Wondrous 
Price 8,000 gp. 
Scepter of Obedience: This scepter grants a +5 


Item, longstrid 


competence bonus on the bearer's 
Charisma checks and Charisma-based 
skill checks. 

When using the skiemish or mass battle 
rules, this benefit increases the Comman 
det rating of the bearer by 1 ¢ 

Faint enchantment; CL sth; Craft Rod 
charm person; Price 12,500 gp. 

Shirt of the Angels: This shirt 
durable despite being composed entirely of 

hers (said to be taken from a living angel] 
The shirt grants the wearer damage reduction 
s/evil 

Strong abjuration and perhaps evocation (if 
miracle is used); CL 18th; Craft Wondrous Item, 
sfoneskin, minacle oF wish; Price 76,000 gp. 

Shirt of Bone: This shirt grants the wearer EZ 
damage reduction 5/bludgeoning. p 

rong abjuration and perhaps e 
miracle is used); CL 18th; Craft Wondrous Item, 
stoneskin, minucle or wish; Price 58,000 gp. 

Shirt of Chains: This shire grants the » 
wearer damage reduction 5/piercing, 

Sreong algurtionrand peshaps‘evecation 14 
(if miracle is used); CL 18th; Craft Wondrous 
tem, stoneskin, miracle or wish; Price 58,000 gp. 

Shirt of Demonskin: This shirt, com 
posed of bits of demon skin sewed together, 
grants the weater damage reduction S/good. 

Strong abjuration and pethaps evocation (if 
miracle is used); CL 18th; Craft Wondrous Iter, stoneskin, mina- 
éle or wish; Price 76,000 gp. 

Shirt of the Fey: This ight blue shirt fades, becoming almost 
impossible to see once worn, leaving only the faint scent of 
grass behind. The item grants the wearer damage reduction 
5/cold iron. 

Strong abjuration and perhaps evocation (if minacle is used); 
CL A8th; Craft Wondrous Item, stoneskin, miracle or wish; Price 

100 gp. 

Shirt of the Inevitable: This item is actually the metallic chest 
plate from a noble of the inevitable constructs of Mechanus 
which geants the wearer damage reduction 5/chaos. 

Strong abjuration and perhaps evocation (if mace is used); 
CL 18th; Craft Wondrous Item, stoneskin, miracle or wish; Price 
76,000 gp. 

Shirt of Ironskin: This shirt is made of plates of iron grants 
the wearer damage reduction 5/adamantine 

Strong abjuration and perhaps evocation (if 
CL 18th; Craft Wondrous Item, stoneskin, miracle or wish Price 
90,000 gp. 

hirt of the Moon: This gleaming silvery shirt grants the 
wearer damage reduction 5/silver. 


acle is used); 


Strong abjuration and perhaps evocation (if miracle is used 
CL 18th; Craft Wondrous Item, stoneskit 
76,000 gp. 
Shirt of Resilience: This sturdy leather shirt grants the 
wearer damage reduction 5/magic. 
Strong abjuration and perhaps evocation (if miracle is used); CL 
18th; Craft Wondrous Item, sloneskin, miracle or wish; Price 
58,000 gp. 
Shirt of Slaadskin: This shirt of scaly slaad skin grant 
the wearer damage reduction 5/lawul 
Strong abjuration and pethaps evocation (if miracle is 
used); CL 18th; Craft Wondrous Item, stoneskin, miracle 
wish; Price 76,000 gp, 
Shirt of the Treant: This leafy vest grants the wearet 
mage reduction 5/slashing 
Strong abjuration and pethaps evocation (if miace is used} 
CL 8th; Craft Wondrous Item, stoneskin, miracle or wis 
000 gp. 
Sleeping Spike: This twisted ashen spike dis 
plays no magical properties until activated. The 
spike does nothing until itis planted firmly in| 
the ground (a standard action). One roun: 
; the spike becomes invisible, Any | 
creature that thereafter comes within | 
10 feet of the spike causes it to emit af 
p effect (Will DC 17 negates) in a 20 
foot-tadius burst, affecting all crearuresl 
with 10 Hit Dice or fewer. This effect | 
Tf destroys these 
2 {|| Moderate enchantment; CL 9th} 
we AX Cat Wondrous Item, symbol of slecp;# 
Je SX Price 3,250 gp. | 
WAY —_ Stunning Spike: This bronze 
NIK spike tingles the fingers with static 
WEE electricity but demonstrates no 


miracle or wish; Price 


magical properties until activated. 
<The spike does nothing until it is| 
planted firmly in the ground (a stan- 
dard action), One round later, the spike 
becomes invisible. Any creature that 
thereafter comes within 10 feet of the 
spike causes it to burst, stunning all creatures 
in a 20-foot radius for 1 round (Will DC 20 negates) 
This effect destroys the spike. 
Strong enchantment; CL 13th; Craft Wondrous Item, symbol of 
stunning, guands and wands; Price 9,550 gp. 


SPECIFIC CURSED ITEMS 
Both of the following are relatively common cursed items, 

Collar of Obedience: This plain band of iron can be worn as 
a bracelet or necklace. The item imposes a ~2 penalty on the 

ers Will saving throws. 

When using the skirmish or mass battle rules, this effect makes 
4 creature easier to command, reducing its Difficult rating by 2. 

Faint enchantment; CL 3rd Craft Wondrous Item, dooms; Price 
3,000 gp. 

Collar of Slavery: This black collar can be worn asa bracelet 
or necklace. The item imposes a 10 penalty on the wearer’ 
saving throws against fear effects, It also imposes a ~10 penalty 
on level checks to oppase Intimidate checks. 

When using the skirmish or mass battle rule 
unit using this item is considered to belong to any faction. 

Moderate enchantment; CL 7th; Craft Wondrous lem, charm 
monster; Price 8,000 gp. 


creature or 


lange gucn 


\ 


chapter Contains*completé Duct 


statistics for monsters ranging from spim 
ng kruthik) to manifestatior 
&iil (the aspect of Orcus and the aspect of L 


tures designed, in part, for miniatures play, thes 


sters tend to have a couple of striking and 
special abilities rather than full arsenals of spell-like abilities 
ot multiple options for speetal attacks, Simplicity does not 

ly weakness. If DED Miniatures has one lesson for the 

ame, it’s that combinations of specific monste 

with well-defined strengths can he lethal! Creatures such 
the graveho ng wall 
vusual Wirtu n ly, the 
deceptively powerful creatures should push.the PCs to use 
their own strengths to their utmost 

This chapter.does nov include D&D. Miniatures statistics 
for-these creatures-Those statistics will surface as each of 
these creatures appearé as a miniature inthe next few years 
Two éFeatures, the Bright Naga and the Stonechild, appear 

ragoneye 


lest be 


Méditim Outsider (Chaotic, Ext 

Hit Dice: 448+20 (38 hp) 

Initiative: +0 

Speed: 30 fi. (6 squares 

Armor Class: 20 (410 hatura!), touch? 10; flat-foored 20 

Base Attack/Grapple: +4/+9 

Attack: Claw +10 melee (1d6¢5), 

Full Attack: 2 claws +10 melee (1d645 

Space/Reach: 5 ft./s ft 

Special Attacks: Rake tde+s 

Special Qualities: Darkvision.60 ft, immunity to 
poison, resistance to acid {0,€old 10, electricity 
tO}and fire 10, scent 

Saves: Fort +9, Ref'esy Will +5 

Abilities: Str 20, Dex 11, Con 20, IpegeWis 12 
Chast 

Skills: Balance 47, Climb +412, Intimidate#7,Jump 
+12, Listen 48, Spot +8, Sim 12 

Feats: Blind-Figbt, Weapon’ Focus (claw 

Environment: Infinite Layers of the Al 

Organization: Solitary, pack (2-9 plus 50" 
chance for 1 leader with 6 HD) 

Challenge Rating: 4 

‘Treasure: Standard 

Alignment: Always chaoti¢ evil 

Advancement; 5-6 HD (Medium), 
Large 

Level Adjustment: 
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Abyssal eiscerater 


This creature isa seven-foot ta sh mass of limbs and armorp 


muscle, It stands of winy legs, hunched from the sheer weight of 


‘pair of massive arms and a gi 


tic head split by a huge, t 
rom its belly isa second pair oftaloned arms, which are 


oth-encrusted 
‘mouth. Sprouting 


Adventurers often mistake the abyssal eviscerator for a mindless, 

bloodthirsty brute bent on wanton destruction. Actually, it’s a 

cunning, bloodthirsty brure bent on wanton destruction. 
Though originally from the 423ed lay 


abyssal eviscerator has found a place in the war 


of the Abyss, the 


suard contingents of creatures throug 
the Material Plane. With its kee 
hunt down enemies or detect intruders, maki 


those who employ it. 


g hout the Abyss, as well a 


senses, the creature can 
t valuable « 


Abyssal eviscerators speak Abyssal, though they prefer to ge 


their message across through bloodshe 


Combat 


Eviscerators prefer to fight alone or with groups, against tow 


or against foes that are easy to overwhelm, by ambush 
in fair contests, T 
Evisc 


rs simply prefer to fight 
ave a habit of playing with che creatures 
they catch rather than killing them ourright. They enjo 


pinning victims with their massive upper arms and te 
ing into them with the razor-sharp claws c 


Rake (Ex): Attack bonus +10 melee, damage 1d6+s. 


All tremble when the di 


ties and archfiends send mani 


festatic 


s of their personal power onto the battleficl 


the gods usually send creatures from the Outer Planes. 


assist their clerics, sometimes a patron will send some small por 


tion of its own power instead. These 


ing embodiments of 
dor evil 


An aspect looks like the archfiend or deity from which it 


known as the aspects “original 


springs Itisonly a pale shadow 
of the original archfiend or deity, Still, a pale shadow of such 
being is formidable indeed. You can find descriptions of 


the origin: 


archfiends in Book of Vile Darkness and the original 
deities in Deities and Demigods 


An aspect is the embodiment of a small portion of a 
fiend’ or deity's 


e force. The original's power is so gre 
thar this shred of life force is actually able to take shape as 
a living creature (or an undead creature, as in the case of an 
aspect of Veen 

Rarely, aspects arise spontaneously on the planes where their 
originals reside, 


ather like naturally occurring echoes of the 
nal’s powerful presence. More often, aspects are called forth 


by magic of some kind. In any case, they are short-lived, usually 
fading back inte 


nonexistence within a day. The life force that 
as the aspect re 
lurks in the area 
ht. 
While aspects are spiritual rather than biological in origin, 
they manifest as actual living (or undead) creatures. They have 


consciousness, intelligence, and will. They are notoriously 


urns to the original, dissipates, o 
eady to manifest as an aspect again if the con: 


ditions are r 


ASPECTS IN YOUR GAME 

Aspects are a great way for you (the DM) to increase the presence of 
deities in the campaign, The PCs might never be able to defeat Hextor 
in hand-to-hand combat, but maybe they can take on Hextor’s aspect 


ina forbidde 


Use aspects when the party is of lo 


aspect is a dangerous foe (maybe too dangerous). Don't wait until the 
party is so strang that an aspect is “just another monster.” For 
level party, you might be able to pull offa battle against a team of vari 


ous evil aspects, but they 


rk best a 


‘major opponents 
ful but not versatile. Ifyou want ar 


Aspects are 


able to handle 


ect to be 


clever and competent party, it could use the backup of 


a spelicaster—someone to cast fly, invisibility purge, stoneskin, blur, and 
other useful spells 

For high-level parties, invent more powerful aspects using 
the original archfiends and deities as your guides. 

You'll probably w 


to place limits on calling aspects to reflect how 
deities work in your campaign. For example 
perform some duty for a deity before b 
aspect, In mi 


cleric might need to 
allowed to call the deity’ 
to restrict aspect 
acters, places, or events rather than making them as commonplace as 
ordin 


t campaigns, its be: 


special char 


because they want to—n 


nicate. They may help mo 


jot because they're aske 


Aspects are usually as big as giants, although they are some 


than Large or smaller th 


inds, aspects are the same 


n Medium, In the case of a 


es scaled more like humans, It is very rare for them to be 


eas or smaller than the original, In 


se of deities, an aspect appears in a size that reflects the 


"ys power. (Deities can alter their 


ally compare an aspect to the original's “actual!” size. 


ginal has a signature weapon or other possession, the 


pect may havea similar weapon (albeit a much weaker version, 


apon or other item loses its 


m its aspect. 


Aspects disdain mortals. They 


ops, even those that 


ied fo even listen to 


inded warband 


inlike avatars (introduced in De 


i 


he orders of any but the best 


f the original), Such a 


gical properties when separated 
gical properties when separated 


not bother cor 


mon cause with like 


and to fight alongside them, 


and Demigods), aspects are 


extensions of the original. The original cant see through th 


sometimes weakens the original by dissipating 1 


force and preventing it fro 


eyes and doesnt know what the aspect learns. Destroyin 


absorbed into the or 


beyond that, hurting the aspect does not harm the original 


I to call an aspect, In the 


ase of the more powerful 


Aspect of Asmedens 


An aspect is a deity’s or archfiend’s power coalesced into a 


single point. Typically, this power cant coalesce into two 


nearby points. Thus, aspects of a specific orig 
always found alone. Sometimes spellcasters or creatures wield: 


ing powerful magic items can force two aspects of the same 


attack 


inal into the same area, These aspects are likely tc 
ed. The proxi 


each other, even if they're good-al 


another aspect of the same deity apparently causes an aspect 


great distress 
Vile servants of archfiends and evil deities sometimes call 
h aspects of their unholy masters to take part in unspeakable 


fo 


rituals, The less said about these rites, the better 


here are those thar adventurers are most 


The aspects deseribed 
likely to encounter. Others certainly exist. Most likely, ever 


being whose power level matches the originals mentioned here 
also has aspects, though some aspects might be quite rare 
Its also possible that a deity would have different sorts of 


¢ being’s power. 


aspects that represent dif 
The aspect of Lolth in this chapter, for example, manifests her 

ect of 
ght 


poisonous nature bur nor her power over webs, Another a 


Lolth might have web powers but not poison. A third n 


express Lolth’ power over spiders, and so or 


y be significantly m 


Other aspects of the same deity m S 


powerful than those described here. None are less powerful 


SPECT OF ASMODEUS 

Large Outsider (Baatezu, Evil, Extraplanar, Lawful) 

Hit Dice: 1048140 (85 hp) 

Initiative: +6 

Speed: 40 ft. (8 squares), fly 120 ft. (good 

Armor Class: 23 (-1 size, +2 Dex, +12 natural), touch 14, flat 
footed 21 

Base Attack/Grapple: +10/+20 

Attack: Ruby Rod +15 melee (2d6- 


us 18+ inflict light 


wound 4415 melee touch (1d8+5 inflict light 


wounds 

Full Attack: Ruby Rod +15/+10 melee (2d6+7 plus 1d8+5 inflict 
light wounds) or Ruby Rod +15/+10 melee touch (14845 inflict 

ounds 

Space/Reach: 10 fi,/10 ft 

Special Attacks 

Special Qualities: Dar 
immunity to fire and poison, resistance to acid 10 and cold 
10, see in darkness, telepathy 100 ft 

Saves: Fort +11, Ref +9, Will +13 

Abilities: Str 22, Dex 15, Con 19, Int 21, Wis 22, Cha 20 

Skills: Bluff +18, Concentration +17, Craft (alchemy) +18, 
Diplomacy +22, Disguise +5 (47 actin 0, 


reduction 5/epic, darkvision 60 ft 


Knowledge (arcana) +18, Knowledge (history) +18, 
religion) +18, 


Knowledge (the planes) +18, Knc 
Listen +19, Search +19, Sense Motive +19, Spot +19, 
Survival +6 (+8 following tracks, +10 following tracks on 
other planes, +8 on other planes} 

Feats: Combat Expertise, Combat Reflexes, Improved Initiative 
Power Attack 

Environment: Nine Hells of Bator (Nessus, the 9th Hell’ 

Organization: Solitary 

Challenge Rating: 9 

Treasure: None 


Alignment: Always lawful evil 
Advancement: 


this creature has lustrous dark skin and hair. His eye: 


er of hel, and his head is crowned with two small red 


An aspect of Asn 


reature within 100 feet that has a language. It also 


speaks infernal, Celestial, and Draconic 


An aspect of Asmodeus, unlike its original, willingly enters 


combat, albeit with a disdainful ai. Ie lies quickly to wherever its 


deal the most telling blow against the e 


Ruby Rod cai . 


An aspect of Asmo 


nd lawful 


weapons it wields, are treated as evil-aligned 


f 1 of overcoming damage reduction 


the pu 


Possessions: The aspect’s Ruby Rad acts asa-+1 morningstar that 


additionally bestows an inflict light wow crean 
it touches (caster level 10th, Will DC 19 half 


to makea normal melee attack ora melee touch attack (in 


An aspect can use 


which case it bestows the inflict light wounds effect but does not 


deal damage otherwise 


SPECT OF BAHAMUT 
Large Dragon (Extraplanar) 

Hit Dice: 10d12+60 (125 hp) 
Initiative: +4 

Speed: 30 ft. (6 squares), fly 100 fe. (go 
1 size, +14 natural), touch 9, fat 


Dod 


Armor Class: 2 
Base Attack/Grapple: +10/422 
Attack: Bite +t 


a 


Aspect of Baharaut illus, by A. Smith 


melee (2d6+8) 


Thri- Kreem ils. by D. Hanley 


Aipect of Balam 


Tovi-Kreen Ranger 


Full Attack: Bire 
117 melee (2d6+8) and 2 claws +12 melee 
1d 

Space/Rea 


h: 10 fi /10 ft 
kes: Breath weapon 


ities: Blindsense 60 ft, damage reduction 5/epic 


darkvision 120 fe, immunity to magic sleep effects and paraly 


sis, low-light vision 


Saves: Fort +13, Ref +7, Will +14 

Abilities: Str 26, Dex 11, Con 22, Int 23, Wis 24, Cha 23 

Skills: Diplomacy +21, Handle Animal +19, Intimidate +19, 
Knowledge (arcana) +19, Knowledge (history) +19, 


+21, Knowled, 
Knowledge (religion) +19, Lis 
Sense Motive +20, Spot +22, Survival 


the planes) +19, 
2, Ride +2, Search +19, 
7 (49 foll 


Knowledge (nature 


tracks, +11 following tracks in above 


ound nat 
ronments, +13 following tracks in aboveground natural 
environments on other planes, +11 following tracks on 


other planes, +9 in aboveground natural en 


in aboveground natural environments on other planes, +9 
on other planes 
Feats: Alertness, Cleave, Improved Initiative, Power Attack 
Environment: Seven Mounting Heavens of Celestia 


Organization: Solitary 
Challenge Rating: 10 
Treasure: None 


Alignment: Always lawful good 
Advancement; 


This long, sinuous dragon is covered in silverwhite scales that sparkle and 
ift between the blue of 


gleam with a light all their own. Its catlike eyes 


‘on azure sky and the chill of a frozen glacier, os its mood determines 


An aspect of Bahamut speaks Celestial, Common, and Draconic 


Combat 
An aspect of Bahamut flies to an advantageous spot where it 
can use its breath weapon to good effect or keep numerous 
nemies from surrounding it, Given a chance, its happy to 

in pitch darkness, 
Breath Weapon (Su): 40-ft, cone, once per day, damage tod6 
cold, Reflex DC 21 half. The save DC is Constitution-based. 


SPECT OF DEMOGORGON 
Large Outsider (Chaotic, Evil, Extraplanar, Tanar'ri) 
Hit Dice: 11d8+55 (104 hp) 
Init 
Speed: 35 ft. (7 squares) 
Armor Class: 23 (~1 size, 43 Dex, +11 natural), touch 12, flat 
footed 20 
Base Attack/Grapple: +11/+19 
Attack: Tentacle +14 melee (1d6+4) 
fall Attack: 2 tentacles +14 melee (1d6+4) 
Space/Reach: 10 f./10 fe 
Special Attacks: — 
Special Qualities: Damage reduction 5/epic, darkvision 60 
fi, dual actions, immunity to electricity and poison, resist- 
ance to acid 10, cold 10, and fire 10, see invisibility, telepa 
thy 100 ft 
Saves: Fort +12, Ref +10, Will +12 
Abilities: Str 19, Dex 16, Con 21, Int 20, Wis 21, Cha 20 
skills: Concentration +19, Craft (alchemy) +19, Diploma: 
Jump +18, Knowledge (arcana) +19, Knowledge (history) +19, 
Knowledge (nature) +21, Knowledge (the planes) +19, Listen B 
#21, Search +19, Sense Motive +19, Spot +21, Survival +5 (+7 al following tracks, +9 
2 following tracks in above 
ground natural envitonments, +11 following tracks in above 
ground natural environments on other planes, +9 following 


4s 


tracks on other planes, +7 in aboveground natural environ: 
ments, 49 in aboveground natural environments on other 


‘SAG -n penamaysy ops Re 


planes, +7 on other planes) 

Feats: Alertness, Combat Refle Improved Initiative 

Environment: Infinite Layers of the Abyss (the Brine Flats, the 
seth layer) 

Organization: Solitary 

Challenge Rating: 9 

‘Treasure: None 

Alignment: Always chaotic evil 

Advancement: — 


aus 7849 


Almost 15 feet in height, this bizarre creature has two heads, each like thot 
of baboon, each of which connects to its serpentine body on snakelike 
necks, It is covered in dark blue-green scales, It has two long tentacles in 
place of arms and a long, forked tal 


Demogorgon$s mortal servants sometimes call forth his aspect to 
receive living sacrifices of sentient beings. Aspects of Demogor- 
{gon are infamous for using these opportunities to ake more than 
his followers bargain for 

‘An aspect of Demogorgon, like other tanar'r, can spi 
pathically to any creature within 100 feet that has a lan, 
also speaks Abyssal, Celestial, and Draconic 


Combat 
‘An aspect of Demogorgon is more willing to engage in combat 
than Demogorgon himself, mostly because the aspect doesnit 
have underlings at its beck and call todo the fighting for it. Even 
so, it would rather use its great speed to head off enemies or reach 
objectives without having to fight 


‘An aspect uses its dual nature to move quickly and maneuver 
to advantage in combat. 

An aspect of Demogorgon’ natural weapons, as well as any 
weapons it wields, ate treated as chaotic-aligned and evil-aligned 
for the purpose of overcoming damage reduction. 

Dual Actions (Ex): An aspect of Demogorgon, just like De 
mogorgon itseli, takes two rounds’ worth of actions in any 
given round, Thus, it can make a full attack and take a double 
move; make two full attacks and two 5-foot steps;a full attack, 
J another attack; and so on 
(Su): An aspect of Demogorg 
ibility ability, as the spell (cast 


n has a con 
wel 11th 


SPECT OF HEXTOR 

Large Outsider (Evil, Extraplanar, Lawful) 

Hit Dice: 12d8+60 (114 hp) 

Initiative: +3, 

Speed: 40 ft (8 squares 

Armor Class: 22 (-1 size, +3 Dex, +5 natural, 
touch 12, flarfoored 19 

Base Attack/Grapple: +12 

Attack: +1 flail +18 melee (2d 

Full Attack: +1 flail +14/+9/+4 melee (2d6+6), +1 longswont +14 
melee (2d6+3/19-20), +1 battleaxe +14 melee (2d6+3/x3), +1 
heavy mace +14 melee (2d6+3), +1 heavy pick +14 melee 
1d8+3/X4), +1 scimitar +14 melee (1d8+3/18-20) 

Space/Reach: 10 ft,/10 ft 

Special Attacks: 

Special Qualities: Damage reduction 5/epic, darkvision 60 ft 

Saves: Fort +13, Ref +11, Will +11 


5 +1 scale mail 


Tus. by A Smiths 


Aspect of Hester 


Abilities: Str 22, Dex 17, Con 20, Int 17, Wis 17, Cha 18 
Skills: Climb +18, Craft (weaponsmithing) +18, Diplomacy +8, 
Handle Animal +19, Jump +22, Knowledge (arcana) +18, 
Knowledge (history) +18, Knowledge (nobility and royalty 
448, Knowledge (religion) +18, Listen +18, Ride +5, Sense 

Motive +18, Spor +18 
s: Blind-Fight, Cle 
Fighting, Power Attack 
Environment: Infernal Battlefield of Acheron 
Organization: Solitary 
Challenge Rating: {1 
Treasure: None 
Alignment: Always lawful evil 
‘Advancement 


Fe: 1e, Combat Reflexes, Multiweapon 


This 12-foot-tall humanoid has gray skin, tusks, and six arms. Each arm 
brandishes a different weapon, and the thing's body is covered by iron scale 
‘mail decorated with numerous skulle 


An aspect of Hextor does what Hextor does 
‘An aspect of Hextor speaks Common, Draco’ 


it conquers. 
and Infernal 


Combat 
‘An aspect of Hextor loves 10 do battle, especially against the 
forces of good. It willingly provokes attacks of opportunity if 
that’s what's needed to position itself for the maximum use ofits 
many melee attacks 
An aspect of Hextor’ natural weapon: 
it wields, are treated as evil-aligned and lawfulaligned for the 


as well as any weapons 


purpose of overcoming damage reduction, 


ASPECT OF KORD 
Large Outsider (Chaotic, Extraplanar, Good) 
Hit Dice: 1448470 (133 hp) 
Initiative: 47 

Speed: 50 ft 

Armor Cl: 
footed 17 

Base Attack/Grapple: +14/126 

Attack: +4 greatsword +24 melee (3d6+12/19-20) 

Full Attack: +1 grealsword +24/+19/+14 melee (3d6+12/19-20) 

Space/Reach: 10 ft./10 ft 

Special Attack: 

Special Qualit 
darkvision 60 fe 

Saves: Fort +14, Ref +13, Will +12 

ties: Str 27, Dex 18, Con 21, Int 17, Wis 16,Cha 18 

s: Balance +23, Climb +25, Diplomacy +6, Intimidace 
21, Jump 35, Listen +20, Search +20, Sense Motive +20, 
Spot +20, Swim +25, Survival +20 (+22 following tracks) 
Tumble +23 

Feats: Blind-Fight, Cleave, Improved Initiative, Power Attack, 
‘Weapon Focus (greatsword) 


0 squares 
121 (-1 size, +4 Dex, +8 natural), rouch 13, flat 


Barbarian ra 


wge, damage reduction 5/epic 


gE 
Organization: Solitary 
Challenge Rating: 11 
Treasure: None 

Alignment: Always chaotic evil 
Advancement: 


ronment: Heroic Domains of Ysgard 


This figure is @ hugely muscular, 12foot-tall man with tan skin wielding o 
‘greatsword. He has long red hair and a beard, He wears white dragonhide 
gountlets, blue boots, and a fighting girdle of red leather. His bel sports an 
cight-pointed symbol. 


Aspect of Kord 


Anaspect of Kord is always doing something—fighting if it gets 


hance, and fighting evil dr 


ns ifit gets halfa chance 


Powerful followers of Kord sometimes call up an aspect of 
Kord to pit their strength against it in rituals that are half sport 


An aspect of Kord speaks Celestial, Common, and Draconic 


of Kord uses its Tumble skill to get past weaker oppo- 


nd to test its bartle prowess against the most powerful 
available. 


An aspect of Karu’ natural weapon 


well as any weapons it 


lds, are treated as chaotic-aligned and good-aligned for the 


pose damage reduction. 


Barbarian Ra 


e (Ex): Once per day, an aspect of Kord can fly 


just likea tst-level barb: 


ayer's Handbook). The rage lasts 10 rounds. 
ASPECT OF LOLTH 

Large Outsider (Chaotic, Evil, Extraplanar) 
Hit Dice: 1448-42 (105 hp 

Initiative: +4 

Speed: 40 

Armor Class: 21 (—1 size, +4 Dex, +8 natural), touch +13, flat 
dt 

Tse Attack/Grapple: +14/+21 

Artack: Bit 
Full Attack: Bite +18 melee (1d8+6/19-20 plus poison: 


§ squares), climb 20 ft 


18 melee (1d8+6/19-20 plus poison 


hi: 10 ft,/10 ft 


Space 
Special Attacks: Poison 


S/epic, darkvisi 


Special Qualities: Damage reductic 


s: Fort +12, Ref +13, Will +1 
Abilities: Str 16, Dex 18, Con 17, Int 27, Wis 26, Cha 23 


Skills: Appraise +25, Balance +21, Bluff +23, Climb +28, Craft 


alch 25 acting) 


Escape Artist +21, Intin 


25, Diplomacy +10, Disguise +23 


ate +25, Jump 


history) +25, Knowledge (the planes) +25, Knowledge 


religion) +25, Listen +25, Search +25, Sense Motive +25, 
10 following tracks, +12 following 


Spot +25, Survival +8 

tracks on other planes, +10 on other planes), Use Rope +4 
é binding 

Feats; Blind-Fight, Improved Critical (bite), Weapon Fi 
‘Weapon Focus (bite), We 

Environment: The Infinit 

Organization: Solitary 

Challenge Rating: 11 

‘Treasure: None 

Ali ent: Always chaotic evil 

Advancement: 


on Specialization (bite 


Layers of the Abyss 


This u 
a female drow proteudes from where the sp 


tural creature has the body of ag 


ers head would be. It as 


hair and mulifaceted eyes. The creature is 7 feet tall and at least 


This aspect of Lolth expresses Lolth's dual nature. Its form is one 
of Lolth's three normal forms (the other two being a beautiful 


nd an alluring female drow 


female drider in 


Powerful drow have been 


jerve as witnesses to agreements and pacts between scheming 


Aspect 


sa, gray spider, but the head of 


nown to call aspects of Lolth to 


was ram 


noble houses. Th . e 
An aspect of L A E 

An aspect of Lolth r . 

elds, are treated tic-aligned ar 

Poison (Ex) Fortitu r 


Large Outsider (Baatezu, Evil, Extraplanar, Lawful) 
Hit Dice: 1018+40 (8 

Initiative 

Speed: 40 fi. (8 squ 

jor Class 


footed 19 
Base Attack/Grapple 

Attack: +1 icy burs 4 

Full Attack: +1 wy burst ran 

1d6 cold 

Space/Reach: 10 fi,/10 ft. (20 ft. with ranse 


Special Attacks: 


Special Qualities: Damage reduction 5 k ; 
hiel nity to f s 

Saves: Fort +11, Ref 3 

Abilities: Str 18, Dex 19, Con 19, Int 18, Wis 23, ( 


Balance +19, Concentration +17, Craft (alche 


te #18, Jump +23, Knowledge (arcana) 


Knowle 17, Knowledge (the planes) +1 
sten +19, Search +17, Sense Motive +19, Survival +6 (+8 
ks, +10 following tracks on other planes, +8 on 
her planes), Tumble +19 
Feats: Improved Initiative, Power Attack, Spell Focus (evoca 
Environment: Nine Hells of Baator (Cania, the 8th Hell 
ng: 9 
Treasure: Ni 
Alignment: Always lawful evil 
Advancement 


An aspect of M pheles manifests the archdevil’s mastery of 
I nately displays cool cunning and fiery rage 
Like othe n aspect of Mephistopheles can speak 


natural weapons, as well as any 


evil-aligned and lawful-al 


spect of Mephistophe 


ne fire shield spell (caster level toth 


Firchall (Sp): Once per day an aspect of Mephistopheles can 


level 10th, Reflex DC 19 half). The 


Large Outsider (Evil, Extraplanar) 
Hit Dice: 16d8 
Initiative: +5 


Speed: 


Armor Class: 22 (-1 size, +5 Dex, 48 natural), touch 14, flat 


Base Attack/Grapple: +16/+23 


Attack: nelee (2d6+4/x4 
Full Attack: +1 scyth 15/+10/45 melee (2d604/x4 
Space/Reach: 10 ft,/10 ft 


Special Attacks: 


Special Qualities: Damage reduction 5/epic, darkvision 60 ft 


Saves: Fort +13, Ref +15, Will +1 

Abilities: Ste 17, Dex 20, Con 17, Int 24, Wis 26, Cha 21 

Skills: Appraise 4, Craft (alchemy) +26, Diplomac 
Disable Device 24 (426 acting), Intimidate 


Knowledge (religi Knowledge Listen 
» +24, Search +26, Sense Motive +27, Spot +2: 
s 8 (+10 following tracks, +12 following tracks on 
the on other plane 

Feats: Combat Reflexes, Dodge, Improved Initiative, Toug 

Weapon F he 
Environment: Tarterian Depths of Carcer 
Organization: Solitary 


Challenge Rating: 
Treasure: Nor 


Aspect of Nevall 


Alignment: Always neutral evil 
Advancement: - 


Ths gaunt, 12,foot-tall creature resembles 0 mummified human corpse 
with rusty red skin, thick greenish-black hair, a cowled black cloak, and 
‘965 teth, and nails ike poisonous verdigris. He wields a mighty soythe. 


Nerulls aspect manifests the deity’ mastery over negative ene 
An aspect of Nerull speaks Abyssal, Common, Draconic, 
Infernal 


Combat 
An aspect of Nerull’s natural weapons, as well as any weapons it 
Wilds, ate treated as evil-aligned for the purpose of overcoming 
damage reduction, 

Inf Critical Wounds (Sp): At will, an aspect of Nerul can use 
aninflit critical wounds effect (caster level 1th, Will DC 22 half, 
Thesave DC is Wisdom-based. 


ASPECT OF ORCUS 
Large Outsider (Chaotic, Extraplanar, Evil, Tanar'ri) 
Hit Dice: 948463 (103 hp) 
Initiative: +3 
Speed: 20 ft. (4 squares), fy 40 fi. (poor) 
Armor Class: 21 (-1 size, +3 Dex, +8 natural), touch 12, fla 
footed 18 
Base Attack/Grapple: +9/+19 
Attack: Wand of Orcus +16 melee (2d6+10/19-20) 
Fall Attack: Wind of Oveus +16/+11 melee (2d6+10/19-20) 
Space/Reach: 10 ft./10 fi 


Special Attacks: Death strike 

Special Qualities: Damage reduction 5/epic, darkvision 60 ft, 
immunity to electricity and poison, resistance to acid 10, cold 
10,and fire 10, see invisibility, elepathy 100 ft. 

Saves: Fort +13, Ref +9, Will +9 

Abilities: Str 23, Dex 16, Con 25, Int 20, Wis 17, Cha 16 

Skills: Concentration +19, Craft (alchemy) +17, Diplomacy +5, 
Escape Artist +15, Intimidate +15, Knowledge (arcan: 
Knowledge (the planes) +17, Knowledge (religion) +17, 
Knowledge (undead) +17, Listen +15, Search +17, Sense 
Motive +15, Spellcraft +19, Spot +15, Survival +3 (+5 follow. 
ing tracks, +7 following tracks on other planes, +5 on other 
planes), Use Rope +3 (+5 bindings) 

Feats: Cleave, Improved Critical (morningstar), Power Attack, 
Weapon Focus (morningstar) 

Environment: Infinite Layers of the Abyss (Thanatos 

‘Organization: Solitary 

Challenge Rating: 9 

‘Treasure: None 

Alignment: Always chaotic evil 

Advancement: — 


This creature's 15-foot-tall bulk is obviously demonic. its head is that of o 
horned ram, and its legs end in cloven hooves. Batike wings complete the 
demonic visoge. It wields @ mighty rod of obsidian and black iron, topped 
with o skull 


Anaspect of Orcus; like other tanar'i, can speak telepathically to 
any creature within 100 feer that has a language. It also speaks 
Abyssal, Celestial, and Draconic 


mse Sony 


Combat 
‘An aspect of Orcus loves to wade into melee, It wields a weaker 
version of Orcus's famous wand, choosing carefully which enemy 
deserves its death strike 

An aspect of Orcus’ natural weapons, as well as any weapons 
it wields, are treated as chaotic-aligned and evil-aligned for the 
purpose of overcoming damage reduction, 

See Invisibility (Su): An aspect of Orcus hasa continuous see 
invisibility ability, as the spell (caster level 9th 

Possessions: The aspect’s wand of Orrus acts as a +1 morning- 
star. Additionally, once per day an aspect of Orcus can use it to 
makea death strike attack. The aspect must decide before attack- 
ing whether to use the death stri 


, and if the attack misses, that 
by the 


use of the ability is wasted, Any living creature struck 
wand when the aspect is making a death strike must succ 
a DC 17 Fortitude save or die, 


ASPECT OF TIAMAT 
Large Dragon (Extraplanar) 
Hit Dice: 10d12+50 (115 hp) 
Initiative: +4 
Speed: 30 ft. (6 squares), fly 50 f. (clumsy) 
Armor Class: 23 (-1 size, +14 natural), touch +9, flat-footed +23 
Base Attack/Grapple: 10/421 
Attack: Bite 116 melee (246 
Full Attack: § bites +16 melee (2d6+3) 
ace/Reach: 10 fi,/10 ft 
Special Attacks: Breath weapon 
Special Qualities: Blindsense 60 ft, dam, 
darkvision 120 ft, immunity to magic 
sis, low-light vision 
Saves; Fort +12, Ref +7, Will +10. 
Abilities: Str 24, Dex 11, Con 24, Int 19, Wis 16, Cha 18 
Skills: Intimidare +17, Knowledge (arcana) +17, Knowledge 
(history) +47, Knowledge +17 (the planes), Knowledge (re 
ation) +17, Listen +16, Search +17, Sense Motive +16, Spot 
+16, Survival +16 (+18 following tracks, +20 following tracks 
on other planes, +18 on other planes! 
3: Cleav 


1 reduction 5/epic 


pp effects and paraly 


Great Cleave, Improved Initia 
Environment: Nine Hells of Bator 
Organization: Solitary 

Challenge Rating: 10 

Treasure: None 

Alignment: Always chaotic evil 
Advancement: 


Power Attack 


This thick-bodied dragon sport five full heads, each a different color:white, 
black, green, blue, and red. Its body is subtly striped in those colors, slowly 
‘mixing to black along its long, spine-tipped tal. 


An aspect of Tiamat eats what it can and kills what it cant, 
An aspect of Tiamat speaks Common, Draconic, and Infernal 


Combat 
An aspect of Tiamatcommonly flies above foes, hits them with its 
breath weapon, and then descends into the midst of the foes to 
strike our in all directions, 

Breath Weapon (Su): 40-ft. cone, once per day, $d6 acid, cold, 
or fire, Reflex DC 20 hall. The s 


ve is Constitution: 
based. 


Aspect of Tiamat 


ASPECT OF VECNA 

Medium Undead 

Hit Dice: 10d12 (65 hp) 

Initiative: +3 

Speed: 30 ft (6 squares) 

Armor Class: 22 (+3 Dex, +5 natural, +4 deflection), touch +17 
flat-footed +49 

Base Attack/Grapple: 45/18 

Attack: +1 ghost louch dagger +9 melee (1d44/19- 

Full Attack: +1 ghost touch dagger +9 melee (1d4+4/19-20) 

Space/Reach: 5 ft,/st. 

Special Attacks: Magic missile 

Special Qualities: Damage reduction 5/epie, darkvision 60 ft 
spell resistance 21, undead traits 

Saves: Fort +3, Ref +6, Will +13 

Abilities: Str 17, Dex 16, Con —, Int 2 

Skills: Appraise +2 


+1 


Wis 23, Cha 18 

Concentration +17 (casting defensively 

Craft (alchemy) +22, Decipher Script +22, Diplom 

Knowledge (arcana) +22, Knowledge (history) +22, 

wledge (the planes) +22, Knowledge (religion) + 

Listen +21, Search +22, Sense Motive +19, Spellcraft +24, Spot 
Survival +6 (+8 following tracks, +10 following tracks on 

other planes, +8 on other planes) 

Feats; Alertness, Blind-Fight, Combat Casting, Spell Penetration 

Environment: Any 

Organization: Solitary 

Challenge Rating: 10 

Treasure: None 

Alignment: Always neutral evil 

Advancement: — 


6 feet tall. Its flesh seems partly 


ye and one hand. It wears de 


—— BRIGHT NAGA 
Large Aberration 
Hit Dice: sd8+1s (37 hp 


peaks Abyssal, Common, 


aspect of Vecna strike 


an aspect of Vecna 


sct,as the spell (caster 


Speed: 40 ft. (8 squares 
Armor Class: 15 (-1 size, +1 Dex, +5 natu 
ral), touch 10, flat-footed 
Base Attack/Grapple: +3/+9 
Attack: Bite +4 melee 
Full Attack: Bite +4 melec 
Space/Reach: 10 ft/s 
Special Attacks: Moc 
Special Qualities: Darkvisic 
Saves: Fort +4, Ref +2, Will +6 
Abilities: Str 15, Dex 12, Con 

7, Int 10, Wis 15, Cha 12 
Skills: Concentration +11 (cast 
ing defensively +15), Listen +12, 


Spot +4 


Feats: Alertness, Combat Castin; 


disease, death effects, and any effe 
4 requites a Fortitude save u 
son objects or is harmless. It is not sub 
its, nonlethal damage, abil: 


physical ability scores, 
lity drain, energy drain, fatigue, exhau 


Environment; Warm moun: 


Organization: Solitary, nest 


2 nrourage (1 bright 


naga plus 2-5 troglod) 
Challenge Rating: 3 
Treasure: Standard 


Alignment: Usually chaoti 


Advancement: 7-10 HD. 
Large); 11-15 HD (Huge 
Level Adjustment: 


This beautiful creature looks like a snake with reticulated white 


patterns running the length of its body and a head that 


rom its back down the le 


human features. Black and gold spines j 


gas are intelligent creatures with a variety of magical power 


They are natural masters of those around them, using subtle 
wards and clever traps to keep intruders from disturbing 
their peace. 

The bri 


ht naga isa far weaker creature than its better-known 


the poisonous bite and the array of spells that are 
me say that bright 


kin, It lac 


common among more powerfull nagas. S 


nagas are evidence of genetic flaws or unfavorable mat 


choices on the parts of “true nagas 


All nagas have long, snakelike bodies covered with gliste 
jes and more or less human faces, A bright 


00 f 


nds. Its eyes are bright and 


feet long and weighs abc 
igent, burning with an almost hypnotic inner li 


bright naga’s gold colorati 


becomes angry 


1 nagas speak Common and 


Given a chance, a bright naga rakes advantage of 


rinthine lair, drawing enemies into an exasperating cc 
n which 
Mock Spell (Sp): A brig 


level sorcerer spell at will, as a 3rd-level sorcerer. This mock 


naga appears, strikes, and disappears over and 


in the bright nagas mind from an 


spell is magically imprint 


dig 


addy. 5 snp wBone ata 


i 


This creature looks lke 9 cross between a lion and a human, with a powe 


fully etched human body and the h 


ad and mane of the feline. Its thi 


Ve hair is braided and falls aver scant but utilitarian clothing 
Catfolk are territorial nomads of grassy plains, living in tribes 
Bright Naga segregated by their visual differences—some friendly to each 

ight Nag : 


other, others violently hostile 
Some of the 


nost plentiful catfolk are 


se with the charac 
hun 


males with their tawn) 


tics of lions—males with their manes braided 


with charms for luck in battle, and 


hides, sleek with muscle. C 


tfolk are sentient, and they wear 
f the accoutrements of civilization, including belts, They can use 
f tools and weapon: 


spite their potential for raw power, 
catfolk are slim and wiry, preferring weapons to match, stich a 
the rapier 

Other tribes of catfolk have characteristics of leopatds, tigers 
and cheetahs 

The nomadic catfolk spirit moves many of them to wande 
, Mot 
than one catfolk has become a trusted compatriot of an adve 


into human lands, seeking after fame and advent 


turing company otherwise made up of humans, elves, dwarve 


earl and it cannot be changed, Magic missile is the most ind halflings. 
common mock spell, but bright nagas are also known to use Catfolk speak Common and a language called Feline (each 
burning hands, color spray, and virtually any other sorcererspell. tribe speaking a dialect). Brighter catfolk often learn the la 


The spell’s save DC, if appropriate, is 12, The save DC is guages of gnolls and halflings, who also live on the sunny 
Charisma-based, (With a Concentration modifier of +11 


Combat Casting fear, a bright naga can cast defensively 


without risk of failure 


CATFOLK 


pulsively into combat. If 


combat turns agains 


Catfolk, 1st-Level Warrior 
Medium Humanoid (Catfolk) 
Hit Dice: 1d8+1 (5 hp) 


they don't hesitate to bound 


Skills; Catfolk have a 
racial bonus on Listen an 


Speed: 40 ft. (8 squares Move Silently checks 


Armor Class: 15 (+2 Dex, +2 leather, +4 natural 
touch 12, flat-footed 13 
Base Attack/Grapple: +1/+2 


The catfolk warrior pre 


sented here had the following 


| ability scores before racial 


Attack: Rapier +3 melee (1d6+1/18~20) or longbow +3 adjustments: Str 13, Dex 11 
r 1d8/x3) Con 12, Int 10, Wis 9, Cha 8 

Full Attack: Rapier +3 melee (1d6+1/18-20) of long. 
bow +3 ranged (1d8/x3) Catfolk as Character 


Space/Reach: 5 ft/5 ft. Catfolk excel as rangers or rogues. Cat 


Special Attacks 

Special Qualities: Low-light vision 

Saves: Fort +3, Ref +2, Will 

Abilities: Str 13, Dex 15, Con 
Wis 9, Cha 10 

Ils: Listen +5, Move Silently +6 


folk characters possess the following 


2, Int 10, 


Feats: Weapon Finesse 

Environment: Warm plain: 

Organi 
2-5 plus 0-1 ti 

Challenge Rating: 1/2 

Treasure: Standard 

Alignment: Usually chaotic 

neutral 


jon: Solitary or gan 


Advancement: By chara 


Level Adjustment: +4 


Caf 


+ Dexterity, +2 Charisma, 


Acatfolk’s base land speed is 40 feet. 


Low-Light Vision: Catfolk can see twice as far as.a human in 
light, moonlight, torchlight, and similar conditions of poor 
umination. They retain the ability co distinguish color and 
sail under these conditions. 
Racial Skills: Catfolk have a +2 racial bonus on Listen and 
Move Silently checks. 
1 natural armor bonus 
Automatic Languages: Cot 
raconic, Gnoll, Halfling, Sylvan 


1on, Feline. Bonus Languag 


Favored Class: R: 


Level adjustment +4 


Cave dinosaurs are smaller versions of their terrible cousins. 
he yuan-ti originally bred them as servants—more manage 
onal 


esau, cave dinosaurs are more maneuverable in the yuan-ti's 


ble servants than their full-sized cousins. Smaller than 


homes as well as in the subterranean warrens in which 


ey were created and which they prefer as their habitat, Most 
we dinosaurs encountered by adventurers are the feral descen 
fants of the yuan-tis domesticated stock. 


Like all dinosaurs, cave dinosaurs have sharp teeth, sav 


ositions, a well-developed sense of territory, and a ruthless 


jpacity to hunt. Herbivorous dinosaurs attack if startled, 
ered, forced to defend their young, or“challenged’ 


VE ANKYLOSAURUS 
large Anim, 
Hit Dice: 7d8+35 (66 hp’ 
Initiative: -2 
Speed: 30 fe, (6 squares 
1 size, -2 Dex, +17 natural) touch 


7 flar-footed 24 
Jase Attack/Grapple: +5/+14 
Attack: Tail +10 melee (2d¢ 
Tull Attack: Tail +10 melee (2d4 
Space/Reach: 10 fi./10 ft 
Special Attacks: Trample 34647 
Special Qualities: Darkvis 
Saves: Fort +12, Ref +3, Will +3, 

Abilities: Str 21, Dex 6, Con 21, Int 1, Wis 12, Cha 6 
Skills: Listen +8, Spot +8 


60 ft 


VE DINOSAUR MUTAT 
s produ 
ss strange genetic traits, the result of partially successful breed 


NS 


icts of a yuan-ti breeding program, cave dinosaurs sometimes 


experiments, 
Not all cave dinosaurs have mutations. Among populations located 


se to the site of the yuan-ti 


reeding program, mutations may bs 
common. {n populations further removed from the direct influ 
an-ti, mutations may be more rare, occurring in only a 


fe dinosaur 


all percentage of all c 
he table belo 


gives random mutations for cave dinosaurs. A few 
ations make a significant difference in the level of threat posed by 
nutated cave dinosaur. In these instances, as noted on the table, 
ase the Challenge Rating of the creature appropriately. 


Feats: Alertness, Great Fortitude, Weapon Focus (tail 
Environment: Underground 
Organ 
leader with 12 HD) 
Challenge Rating: 6 
Treasure: None 
Alignment: Always neutral 
Advan 
Level Adjustment: 


ion: Solitary or brood (2-8 plus 50% chance for 1 


ent: 8-12 HD (Large); 13-21 HD (Huge 


This low-slung beast is covered in bony plates of armor, studs, and spikes 


It trails an armored tail ending in a massive club of bone 


This dinosaur, built like a war 


machine, has stocky legs 
and a short, heavy body 


All creatures know 
enough to give the cave 
anklyosaurus’ tail club a 
wide berth, A cave anky 
Josaurus has a body about 


8 feet long and weighs 


about 500 pounds, 


4% Mutation 
(01-10 Improved grab (with tail), constrict 146 + Str bonus 
1-20 Spell resistance 10 + HD 

21-30 Chamieleon power (as yuanst) 

31-40 Produce acid (as yuan) 

41-50. Poison (as yuan-ti) (+1 CR) 

51-60 Blind-Fight feat 

61-65 +6 Str 

66-70 +6 Con 

NS +6 Dex 

76-80 Resist 
81-85 Resistance to cold 20 and elecvicity 20 
86-90 Resistance to cold 20 and fre 20 
91-100 Wings, fy speed of 50 f. (poor) (+1 CR) 


o electricity 20 and fire 20, 


3 


adds 


Combat 
A cave ankylosaurus blunders heedlessly 


‘Trample (Ex): Reflex DC 18 half, The sive 
DC is Streagth-based. 


CAVE TYRANNOSAURUS 

Large Animal 

Hit Dice; 9d8+30 (70 hp) 

Initiative: +2 

WA speed: 40 f (8 squares) 

H| Armor Class: 15 (-1 size, 42 Dex, +4 natural 
touch 11, flat-footed 13 

Base Attack/Grapple: «6/17 

Bite +12 melee (2d6+10) 

Fall Attack: Bire +12 (2d6+10) 
Space/Reach: 10 ft,/10 ft. 

Speci 


whole 
Mi 
1 


into combat, sometimes blundering right 
through and over whatever threatens it 

Trample (Ex): Reflex DC 18 half 
The save DC is Strength-based. 


CAVE TRICERATOPS 
Large Animal 
Hit Dice: 848/40 (76 hp) 
Initiative: -1 
Speed: 30 ft, (6 squares 
Armor Class: 18 (-1 size,—1 
Dex, +10 natural), touch 8, 
flat-footed 18 
Attack/Grapple: +6/+14 
+10 melee (2d 
Gore +10 melee 


1 Attacks: Improved grab, swallow 


Attacl 
Full Attac 
(2d6+6) 
-¢/Reach: 10 

fe/10 ft 
Special Attacks: 

Powerful charge, 

trample 3d6+6 
Special Qualities: Darkvision 60 


Special Qualities: Darkvision 60 ft, scent 
Saves: Fort +9, Ref +8, Will +5 

Abilities: Str 25, Dex 14, Con 17, Int 2, Wis 
15, Cha to 

Skills: Listen +8, Spot +8 Survival +6 
Feats: Alertness, Improved Natural Attack 
(bite), Toughness, Track 


S 


Environment: Underground 
Organization: Solitary, pais, pack (3-8 


fi, scent plus 5 ler with 14 HD) 


Saves: Fort +13, Ref +5, Will 43 

Abilities: Str 19, Dex 8, Con 
21, Int t, Wis 12,Cha 6 

Skills: Listen +9, Spot +8 


hance fort le 

Challenge Rating: 5 

‘Treasure: None 
Alignment: Always neutral 
Advancement: 10-14 HD (Large 
15-27 HD (Huge) 

Cave triceratps Level Adjustment: 


Feats: Alertness, G 


Weapon Focus 

Environment: Underground 

Organization: Solitary, brood (2-8 plus 
50% chance for 1 leader with 12 HD) 

Challenge Rating: 5 

‘Treasure: None 

Alignment: Always neutral 

Advancement: 9-12 HD (Large); 
13-24 HD (Huge) 

Level Adjustment 


This 9-foot-tallreptilelike predator has a mouth full of gnashing teeth 
It stands on two powerful legs and has only vestigial forelimbs 


Ms. by S. Tappine 


This ravenous creature is the most fearsome of all 
cave dinosaurs. It is more than 13 feet long from 
nose to tail and weighs about 600 pounds, 
The cave tyrannosaurus is a swift runner with a 
voracious appetite. Iris both a hunter and a scav 


cenger, seeking carrion slain by other creatures. 
This bully, fouregged beost has huge 


front plote of bone protecting its reptile 
tke head, from which project two great 
hms A shorter hom jus from its nose. 


Combat 
A hunter pure and simple, a cave tyran 
nosaurusis likely to attack Small crea 
tures and retreat once it has secured 
a meal 
Improved Grab (Ex): To use this 
ability, cave tyrannosaurus must hit 


Though an herbivore, the cave triceratopsis, 
short-tempeted and aggressive. 


A head-on encounter with a bothered ca 


e triceratopsis 
res know enough to back down from. 
Its nose spike and armored head make ita deadly foe when it 
charges into combat, A cave triceratops hasa body about 9 feet, 
long and weighs about 600 pounds. 


something most creat an opponent of up to one size smaller 


with its bite attack. It 
to start a grapple as a free action without 
provoking an attack of opportunity. If 
it wins the grapple check, t establishes 3 
hold and can try to swallow the foe in the 
following round, 
Swallow Whole (Ex): A cave tyran 
nosaurus can try to swallow a grabbed 
opponent of up to two sizes 
smaller by making a success 
ful grapple check 
Aswallowed creature takes 


then attempt 


Combat 

A cave triceratops doesnt fear combat, or 
much of anything. Unless it's badly Cavesyramoseurus 
wounded, it prefers to trample creatures 
thar disturb it underfoot. 

Powerful Charge (Ex): When 
a cave triceratops charges, its gore 
attack deals 4d6+12 points of 


damage. 2d6+7 points of bludgeoning 


from the cave fr 
way out / 


eal 20 point 


amage and 6 points of acid damage per roun 


-us's gizzard. A swallowed creature can cut its 


lashing or piercing weapon to 


mage to th AC 12). Once the creature exits, muscul 


sion closes the hole; another swallowed opponent must cut 


Acave tyrannosaurus’ gizzard can hold 2 Small, 8 Tiny, oF 32 


iminutive or smaller opponents 


pe ERUCIAN 


Medium Humanoid (Reptilian) B 


Hit Dice: 3d8, 

Initiative: 1 
Speed: 20 ft. (4 squares) 

21 (-1 Dex, + 

held), touch 9, far-footed 24 

Jase Attack/Grapple: + 
attack: Warhammer +5 melee (1d8+2/x3 

Full Attack: Warhammer +5 melee (1d8+2/33} 


Armor Cl rural, 


Space/Reach: 5 ft/s f 
Special Attacks 

special Qualities: Low-light vision 

Saves: Fort +6, Ref 40, Will +3 

abilities: Str 15, Dex 8, Con 17, Int 11, Wis 10, Cha 8 
skills: Diplomacy +1, S 
Feats: Iron Will, Weapon Focus (warhammer 
Environment: Warm deserts 

Organization; Pair, crew (2-5 plus 50% chance for 1 4 


e Motive +5, Spot +5 


x), squad (5-t0 plus 1 4th-level lead 


jor 1 sth-level lead 
Challenge Rating: 
Treasure: 50% coins; doubl 


leader rises among the cru: 
ods, 50% items 


t: Usually lawful neutral ty f 


army strikes out into 


cooler lands for booty 


level Adjustment 


and conquest, only 
to fall back inte 


the desert once the creatur 


shell their fill of misery 


the upper 


his otherwise human: 
ym, Its shell is heavily inscribed 
4 painted, and it wears simple 


ipment and clothing 


friends and enemies think. 


ble in the brutal heat of NCrucians speak Common and 


ert, battle-hardened cru: Draconic. More intelligent cru 


inx, the language 
res that share their 


srely on their natural shell armor cians learn 


otect them in all situations. 4 of the creat 


ians are humanoids thar sport 
ad, flat shells, like desert crabs, encom 


.eir upper bodies in natural pro: 


When they can, ct 


on, Not content with just their shells, 


en sport additional leather chaps and 


mlets to protect the rest of their bodies, They 


rate their shells with brightly colored painted 
as well as deeply etched tallies of thetr perso 


the sandy field of conflict. Most crucians 


\d enormous battlehammers, weighted t ician’ 


n the hardest enemy shells, 


ans are highly territorial, and they organ er 


ater source. Cru 


nds, each group protecti ze 


larly raid ers oases, which accounts fo Crucian 


Titus. by D. Hanley 


DISPLACE 


Medium Magical Beast 
y Hit Dice: 2410+8 (19 hp) 

J) Initiative: +1 

Speed: 20 ft, (4 squares), climb 10 fe., swim 
10 ft 

Armor Class: 13 (+1 Dex, +2 natural), touch 
11, fa-footed 12 

Base Attack/Grapple: +2/+5 
Attack: Bite +5 melee (1d6+4) 

Full Attack: Bite +5 melee (1d6+4 
Space/Reach: s ft,/5 ft 
Special Attacks: — 

Special Qualities: Darkvision 60 f 
‘ment, low-light vision 

Saves: Fort +7, Ref +4, Will 43 
Abilities: Str 17, Dex 12, Con 19, Int 5, 


———___ CURSED SPIRIT: 


Medium Undead (Incorporeal) 

Hit Dice: 3412+5 (22 hp) 

Initiative: +2 

eed: Fly 30 f. (perfect) (6 squares) 

Armor Class: 13 (+2 Dex, +1 deflection), 
touch 13, flat-footed 11 

Base Attack/Grapple: +1/— 

Attack: Incorporeal touch +3 melee 
(1d844) 

Fall Attack: Incorporeal touch +3 
melee (1d8+1) 


Space/Reach: 5 ft/s ft. 
Special Attac 
Special Qualities: Darkvision 60 fe, 
incorporeal traits, undead traits 
Saves: Fort +1, Ref+3, Will +2 
Abilities: Str —, Dex 14, Con —, Int 
9, Wis 8, Cha 13, 
Skills: Intimidace +7, Listen +5 
Feats: Toughness, Weapon Fines 
Environment: Any 
Organization: Solitary or gang (2-) 
Challenge Rating: 3 
‘Treasure: None 


2 Accursed rouch, 


. displace 


ot +5. 


arm forests 


Organization: Solitary, pair, brood (2-7 
plus. 1, or 2 leaders with + HD) 
Challenge Rating: 2 

Treasure: 50% coins; triple goods, 50% 
Alignment: Always chaotic evil items 

Advancement: 4-8 HD (Medium) Crrsedspirit Alignment: Usually chaotic evil 

Level Adjustment: +5 ‘Advancement: 3-5 HD (Medium); 6 HDD (Large) 
Level Adjustment: — 

This creature's tormented, immaterial form 

suggests terrible los, its upper body is distinc, 
with a manic humavoid form, but its lower 
body blurs into a ghosly coud. ts hollow eyes 
convey molevolent intelligence. 


This snake has luxurious scales of deep blue-black, except for two stripes of 
violet color that almost seem to hover over the creature's body, It nevtr 
quite seems to be located exactly where it should be, 


The displacer serpent isa ravenous and furtive carnivore 
that resembles a snake, It has glowing green eyes, and 
two vibrant stripes of vibrant, glowing violet running 

down its body. 
Displacer ser 


Those who die while under terrible 
curses or inimical enchantments some- 
limes linger on as cursed spirits, bring- 
ing their misfortune to others. 

Evil clerics send cursed spirits to fight 
enemy combatants, The presence of a 
cursed spirit weakens the enemies 
defenses against spells and other spe- 
cial atack types ( ( 

A cursed spirit speaks the lan- 


but do 


ts pursue small pr 
not disdain going after larger meals. Any of 
living creature is a potential meal, so displacer 
16) serpentslive in a world of neverending plenty 
{A displacer serpent is about 8 feet long and 
weighs about 200 pounds, 
Displacer serpents speak Draconic, but 
i poorly. 


guages it spoke in life, One is often 
heard predicting doom for those it is 
trying to slay. 


a 


Combat 
Displacer serpents are unex: 
ceptional in their tactics, las: 
ing out when hungry or bored. 
slithering away when hurt 
or scared 

Displacement (Su): A 


Combat 
The cursed spirit sunning enough to 
ambush enemies though walls, floors, 
and ceilings 
Accursed Touch (Su): A cursed 
spirit adds its Charisma modifier lighthending glamer con 
to damage dealt by its incorporeal tinually surrounds a dis 


touch attack. oxNay a 4 =¢ placer serpent, making it 
Curse Aura (Su): The taint § ayes. difficult to surmise the cres 
of loss surrounds a cursed RE S45 


spirit 
tures tal 


“pane tures true location, Any melee or ranged 
\djacent enemy YRSSAA ISS. attack divected at it has a 50% miss chance 

2penilty on "unless the attacker can locate the serpent 
all saving throws. —= Ore Hieron by some means other than sight. A true seeing effect 


Displacer serpent 


lows the user to see the serpent’s position, but see ) 
invsitlity has no effect 

Skills: A displacer serpent has a +8 racial bonus 

a Climb checks and can always choose to take 10 on 
Climb checks, even if rushed or threatened. It also has 
148 racial bonus on any Swim check to perform some 
special action or avoid a hazard. It can always choose to take 
iWon a Swim check, even if distracted or endangered. It can 
we the run action while swimming, provided it swims in a 
aright line 


EQUICEPH 


lire Monstrous Humanoid 

Hit Dice: 4d8+4 (22 hp) 

Initiative: +0 

Speed: 30 ft in splint mail (6 squares); base speed 40 ft 

Armor Class: 20 (1 size, +5 natural, +6 splint mail), touch 9, 
flu-footed 20 

tase Attack/Grapple: +4/+12 

Attack: Greataxe +8 melee (3d6+6/%3) or javelin +3 ranged 
idse 

full Attack: Greataxe +8 melee (3d6+6/3) or javelin +3 ranged 
184) 

Spice/Reach: 10 fi /10 ft 

Special Attacks: 

Special Qualities: Darkvision 60 ft, low-light vision 

Saves: Fort +2, Ref +4, Will +7 

Abilities: Ste 18, Dex 1, Con 12, Int 11, Wis 13, Cha 12 
Skills Intimidate 48, Survival +8 

ats: Endurance®, Iron Will, Weapon Focus (greataxe) 
Environment: Temperate forests 

Organization: Solitary, slave band (1 plus 2-8 hobgoblin 
warriors [slaves)), or gang (2-6) 

challenge Rating: 3 

Treasure: Standard 


Alignment: Often lawful evil 
Advancement: By character class 
Level Adjustment: +2 
This humanlike creature stonds almost 17 feet tall and hos a heed and 
legs lite those of a hors. It wears heavy armor and wields o mighty ax 
of curious design. 


Equicephs are merciless and relentless slavers, raiding out of 
their forest homes to take captives. They often raid nearby hills 
tocapture hobgoblins, which are accustomed. following orders 
and are small enough for equicephs to push around. But equi 
cephs arent picky. They'll make slaves of any creatures that they 
can catch and coerce 

The equicephs are long-lost remnants ofa distant, peaceful 
civilization. This ancient society maintained the peace by exit: 
ing its worst criminals to a land across the sea. The equicephs 
are the descendants of these cruel lawbreakers. They retain 
the superior intellect and insight of their ancestors, though 
they apply their gifts to villainy rather than to harmony 
Whether the peaceful equiceph society still survives some: 
where over the horizon or has long ago fallen is a disputed 
matter of legend 

Equicephs speak Common and Sylvan, 


Combat 
Equicephs use feints and pincer maneuvers to get the better 
of their enemies in combat. They rehearse their tactics ahead of 
time so they can work together fluidly when facing opponents 
While they value slaves as property, they 
routinely sacrifice them in 


Equiceph 


ers 4mny 


da 


Driven by hunger, a gravehound launches itself at a likely me 


foulness of its bite can overwhelm its pr 


stricken creature from defending itself 


An equicephis favored class is ranger; most ing Strike (Su): A creature hit by a gravehound’ bit 


rangers, nust succeed on a DC 16 Fortitude save or be stunned for 


The save DC is Charisma-based, 
mune to mind-affecting 


ad Traits: A gravehou 


GRAVEHOUND — etens gotson, doce effecr, palpate, semning dean 
Mediw deat! fect: y effect that requires a Fortitude 
Hit Dice: 4d1 6 hp less the effect also works on objects ot is harmless, It isn 


Ini ‘ uubject to critical hits, nonlethal damage, da its physic 
Speed: 40 fi. (8 squar abilit ability drain, energy drain, fatigue, exhaustion, 0 
Armor Class: 15 (+2 Dex, 43 natural), 2, fla death from massive damage, It cannot 


raised, and resurrection works on 


footed 13 
if iris willing 


Base Attack/Grapple: +2/+5 

Attack: Bite +6 melee (1d6+4 p 

Full Attack: Bite +6 melee (1 is st i 

Space/Reach: 5 fi,/5 ft KR K 

Special Attacks: Stunning strike Fast-moving beasts covered with 

Special Qualities: Darkvision 60 ft, scent, +2 <i chitin plates, kruthiks are fer 
ance, undead traits cious predators armed with 

Saves: Fort +1, Ref +3, Will Grave scythelike limbs. 

Abilities: Str 17, Dex 14, Con —, Int Kruthiks seem to have orig 


nated during a process of magi 


experimentation, possibly an at 


Wis 17, Cha 19 
Skills: Listen +1 
Feats: Im 


toadd insectoid and in! 


ents to a deinonyc 


cus (bite 
eptile. In temperament 
ainly take after the devi 


d to be their creators, 


Environment: An or simila 


Org: kruthiks ce 


2-5 plus 50 


chance for tle The insect heritage of the kruthikis 
with § HD), or pack most apparent in its life cycle: A hatch 
5-10 plus 1-2 leaders g undergoes two stages of metamo 


maturity. Excep 


with 8 HD phosis before 
during the brief periods it sper 


Challenge Rating: 3 
a kruthile is 


Treasure: None deadly in ever 


Alignment: Always neutral stage of its life 


evil speak a grunti 
Advancement: 5-6 HD (Medium nal. 
12 HD (Large 
Level Adjustment: Combat 


All three stages of krurhiks an 


ied by its rottin bate to rend foes or prey wit 


their scythelike foreclaws, Th 


seen keen edges of their claws an 


especially dangerous. 


ple Keen Scent (Ex): A kruthik can notice creatures by scent i 
Canines who live not, but are not dead, gravehounds hunger f TCHLING KRUTHIK 
flesh enough to sate t ending appetic Small Magical Beast 
A gravehound resembles a decomp cof al Hit Dice: 4d10+4 (26 hp 
size. It bounds and dashes, thrusting its toothy ward, Initiative: +6 
always i fle Speed: 50 ft. (10 squares’ 
hound is not pat it AC: 19 (+1 size, +6 Dex, 42 n touch 17, flat-footed 13 
Gravehoun: a pses of Base Attack/Grapple: +4 
who have nanoids Attack: Claw +11 melee (146 
erly buried; ¢ is one of the gi Full Attack: 2 claws +11 melee (1d6+1 
favorit ds, Space/Reach: 5 ft/s ft. 
Gi jo not speak or understand any language—the Special Attacks: 
just eat Special Qualities: Darkvision 60 ft, keen scent, low-light 


Full Attack: 2 claws +12 melee (1d10+3) and bite 
rdtet 

Space/Reach: 5 ft,/s ft 

Special Attacks: Spikes 

Special Qualities: Darkvision 60 ft, keen scent 


Hateliling krutbik 12 ranged (1d6+3 


lowdight vision 
Saves: Fort 47, Ref +11, Will +3 

Abilities: Str 17, Dex 22, Con 15, Int 4, Wis 13, Cha 10 
Skills: Hide +13°, Listen +4, Move Silently +13 

Feats: Point Blank Shot, Precise Shot, Weapon Finesse 


Climate /Terrain: Warm plains 


allenge Rating: 4 

‘Treasure: None 

Alignment: Usually lawful evil 
Advancement: 7 HD (Medium 
Level Adjustment: 


Saves: Fort +5, Ref +10, Will +2 This creoture resembles a huge, siclimbed canine, as big as a 
Abilities: Ste 13, Dex 22, Con 13, Int 4, Wis 13, Cha 10 strong man. Its body is covered with thick plotes of chitin, and four ofits 
Skills: Hide +174, Jump +17, Listen +4, Move Silently +13, limbs are like lang, serrated scythes adorned with vicious spikes. It holds 

Spor +3 two smaller claws close to its body. Its head combines the facial features 
Feats: Alertness, Weapon Finesse ‘of a predatory reptile with spiked and serrated mandibles. A frill of 
Climate/Terrain: Warm plains armored plates protects its neck and back, A thick growth 


Organization: Solitary or pack (2-8 of spines sprouts from behind this fil 


Challenge Rating: 2 
Treasure: None After one to three years as a hatch: 
Alignment: Usually lawful evil 
Advancement: 5 HD (Small 
level Adjustment: 


ling, a kruthik surrounds 


of lurid green chitin. Two or three weeks 


later it emerges as an adult. An adult 
general shope, this creature resembles 
lmbed canine—but there the resem. 


nce ends. Its body is covered with 
smored plates of chitin and four of its Combat 

are lke long, razor-sharp seythes. It holds Adults, though larger th 
smaller claws close to its body. Its head 
imbines the facial features of a predatory 
le with large, serrated mandibles. 
we armored plates protect its neck and 
k Small, ve 


n hatchlings 


are no less agile, and their heavier 
chitin makes them even harder to 


a kill. Their bites are more effec 
tive weapons, and they can actu 


vings like those of a 


agony sprout from behind the plates Adult hruthik 


ally hurl their spines at foes who manage 
to remain out of reach 

Spikes (Ex): When an adult kruthik raises the frill of plates on 

pichling kruthiks are anything but helpless larvae. They are its back, its spines also stand erect, With a snap, the creature can 


snall and wiry, about 4 feet long and weighing 30 pounds, loose one spike as a standai on or a volley of two as a full 


round action (make an attack 


nbat roll for each spike), This 
fuchlings make excellent use of their speed and agility in attack hasa range of 100 
mbat, encircling prey and outrunning any serious threats. feet with no range 


skills: A harchling’s small wings give ita +8 racial bonus on increment 


imp checks, though it cannot actually use the wings to fly 
Knithiks have a +4 racial bonus on Hid 


and Move Silently \\ 
cks,*In areas of natural vegetation, the bonus on Hide 


DULT KRUTHIK 

Medium Magical Beast 

Hi Dice: 61012 (45 hp) 

Initiatives +6 

Speed: 40 ft (8 squares 

AC:22 (+6 Dex, +6 natural), touch 16, flat-footed 16 
Buse Attack/Grapple: +6/+9 

Attack: Claw +12 melee (1d10+3) or spil 
1643) 


Ifloosing a volley of spikes against two targets, the targets must 
be within 30 feet of each other. The creature can launch up to 
twelve spikes in any 24-hour period. 

Skills: Kruthiks have a +4 racial bonus on Hide and Move 
Silently checks. ®In areas of natural vegetation, the bonus on 
Hide checks increases to +8. 


GREATER KRUTHIK 


Large Magical Beast 


Hit Dice: 8d10+32 (76 hp 


Initiative: 

Speed: 40 ft. (8 squares) 

‘AC: 25 (-1 size, +5 Dex, +11 natural), touch 14, flat-footed 20, 

Base Attack/Grapple: +8/+19 

Attacks Claw +16 melee (246+7/19-20 plus 244 acid) 

Full Attack: 2 claws +15 melee (2d6+7/19-20 plus 2d4 acid) 
and bite +9 melee ({de+3 plus 24 acid) 

‘Space/Reach: 10 ft./10 ft 

Special Attacks: Nake 2d4+3/19-20 plus 2d4 acid 

Special Qualities: Darkvision 60 ft, keen scent, low-light 
vision, resistance to acid 10 

Saves: Fort +10, Ref +11, Will +3 

Abilities: Str 25, Dex 20, Con 19, Int 4, Wis 13, Cha 10 

Skills; Hide +9, Listen +4, Move Silently +13 

Feats: Improved Critical (claw), Power Attack, Weapon Focus 


(claw) 

Climate/Terrain: Warm plains 

Organization: Solitary or pack 

Challenge Rating: 6 

‘Treasure; None 

Alignment: Usually lawful evil 

Advancement: 9-12 HD 
(Large) 

Level Adjustment: — 


Ms. by S. Tapp. 


This creature resembles 
4 gigantic, sixlimbed 
predatory lizard, bigger 
than a large tiger. Its 
body is covered with 
thick plates of chitin, 
‘and four ofits limbs are 
like long, serrated scythes 
adored with vicious spikes 
fand dripping a bright blue 
secretion. Two smaller claws 
dangle between the other sets of 
legs, scraping at the air. its head 
combines the facial features of a 
predatory repile with huge, 
spike-covered mandibles. A 

fill of armored plates protects its neck 

‘and back, A thick growth of spines sprouts from behind this fil 


Not all adult kruthiks undergo further metamorphosis, because 
many die before they are ready to advance to their final life 
stage, which usually requires an adult to live five to ten years. 
Those that do become greater kruthiks spend a full foury 
in a dull gray-blue chrysalis before emerging in a large 
more advanced state. Because of its extra bulk, a greater kruthik 
is not able to use its spikes for attacking as an adult can. A 
greater kruthik is about 16 feet long and weighs 2,000 pounds 


Mad slasher 


Combat 
Greater kruthiks are amazingly agile for their size, and rely 
almost equally on brute strength and quick movement to anni 
hilate their prey, Their smaller inner claws are larger and more 
useful than those of the kruthik’s earlier stages, though the crez 
ture can make them useful in combat only when grappling: 

Rake (Ex): Two cl 
2443/19-20 plus 2d6.ac 

Skills: Kruthiks have a +4 racial bonus on Hide and Move 
Silendly checks. "In areas of natural vegetation, the bonus on 
Hide checks incteases to 48. 


attack bonus +15 melee, damage 


= MAD SASHES 


Medium Aberration 

Hit Dice: 4d8+8 (26 hp) 

Initiative: +3 

Speed: 40 ft. (8 squares 

“Armor Class; 15 (43 Dex, +2 natural) touch 13, flar-footed 12 

Base Attack/Grapple: +3/+4 

Attack: Claw +6 melee (1d8+1) 

Full Attack: 2 claws +6 melee (1d8+1) 

Space/Reach: 5 ft/s ft 

Special Attacks: 

Special Qualities: Darkvision 60 fe 

Saves: Fort +3, Ref +4, Will +4 

Abilities: Str 13, Dex 17, Con 15, Int 6, Wis 10, Cha 6 

Skills: Survival +7 

Feats: Combat Reflexes, Weapon Finesse, 
Whirlwind Attack! 

Environment: Wa 

‘Organization: Solitary, clus 

ter (2-5), or nest (5-10 plus 

1-2 leaders with 6 HD) 

Challenge Rating: 2 

‘Treasure: 1/10 coins; 

50% goods; 50% items 

Alignment: Usually 

chaotic evil 

Advancement: 5—6 HD 

(Medium); 7-12 HD 

(Large) 

Level Adjustment: — 


rm forests 


A grotesque, misshapen head that con- 
sists mostly of a single blinking eye is 
supported by six long, slender, spike 
tipped limbs. 


The mad slasher is a whirling 
dervish of death. It walks on two or three o 
its strange spike-tipped limbs, pushing itself along at a reasom 
able clip while keeping its head low to the ground. When it 
fights, its limbs rise and slash like whips, bringing its spikes 1 
bear in a terrible whirlwind of tearing flesh, 


Mad slashers absorb food through small, mouthlike runnels 
on the underside of their limbs. They emit from their runnels2 
horrible tittering, which becomes louder and more frenetic the 
more blood the slashers spill. 

Mad slashers do not speak 


Combat 


Mad slashers become agit 
scuttle into combat to at 


ed at the promise of bloodshed and 
cas many enemiesat once as possible 


Medium Elemental (Earth, Extraplanar, Fire) 


HiDice: sds: 

Initiative: +1 

Speed: 20 ft. (4 squares) 

AC:15 (41 Dex, +4 natural), touch 11, 
Matcfooted 14 

Base Attack/Grapple: +3/+11 

Attack: Magma rock +5 ranged 
3d10+8 plus 1d6 ite) or slam +11 
melee (1d6+1 

Tull Attack: Magma rock +5 
ranged (3d10¢8 plus 1ds fire) or 
slam +11 melee (1d6+42) 

Space/Reach: 5 f/f 

Special Attacks: Magma rock 

Special Qualities: Darkvision 60 
fiyelemental traits, immunity 

fire, vulnerability to cold 

Saves: Fort +41, Ref +5, Will +4 

Abilities: Dex 13, Con 24, 
Int 7, Wis 12, Cha 11 

Suills: Listen +5, Spor +4 

Feats: ron Will, Weapon Focus 
‘magma rock) 

Environment: Elemental Plane of Fire 

Organization: Solitary 

Challenge Rating: 3 

Treasure: None 

Alignment: Usually chaotic evil 

Advancement: 56 HD (Medium! 
Large 

Level Adjustment: — 


8 (46 hp) 


742 HD 


Adoud of black smoke roils upward from this crea: 
‘ue, which seems to be formed entirely of molten 
boa Its skin is @ hardened black crust, but its joints 
sed goping mouth reveal glowing red magma inside. 
‘paged protrusions line its hunched shoulders, belch: 
ing forth smoke, Its arms end in flattened hooks, 
cimost like scoops. 


Amagma hurler is an elemental composed 
simolten stone, combining the elements of 
auth and fire. It stands 6 to 8 feet tall and 
veighs 400 to 500 pounds 


{Combat 
Amagma hurler's name is derived from its 


silty spit forth a ball of magma into its 
scoplike hand, then hurl it to devastar 
ingefiect. It is slow-moving and bereft of 
inellect, and it frequently hurls its 
rnigma rocks ona whim, It dislikes melee 


conbat and ties to avoid combatants 
sthomove ro engage it. 

Magma Rock (Ex): A magma 
hulercan spit forth a ball of molten 
tnckint its hand asa move act 
sofien as once per round. It can 
throw a magma rock with a range 
increment of 30 feet (maximum 
range 150 feet) 


Elemental Trait 
sleep effects, paralysis, and stunning. It is not subje 


A magma hurler has immunity to poison, 
to critical 
hits or flanking, It cannot be raised, reincarnated, or resurrected 
‘though a limited wish, wish, miracle, oF true resurvection 

spell can restore life) 


Medium Aberration 
Hit Dice: sd8+20 (42 hp) 
Initiative: +5 
Speed: 30 fi. (6 squares) 
AC: 15 (441 Dex, 
flat-footed 14 
Base Attack/Grappl 
Attack: Claw +7 melee (1d4+4 
Full Attack: 2 claws +7 melee 
(1d44) 
Space/Reach: 5 fi,/5 ft 
Special Attacks: Flesh-rotting gaze 
Special Qualities: Darkvision 120 ft,, 
see invisibility 
Saves: Fort +5, Ref +2, Will +7 
Abilities: Str 18, Dex 12, Con 19, Int 9, 
Wis 13, Cha 8 
Skills: Spor +13 
Feats: Improved Initiative, Iron Will 
Environment: Underground 
Organization: Solitary 
Challenge Rating: 3 
Treasure: Standard 
Alignment; Usually evil (any 
Advancement: 6-8 HD (Medium); 915 HD (Large 
Level Adjustment: +3 


atural), touch 11. 


Magia buster 


This hunched creature has a single huge eye that dominates its entre 
face. its body is bloated and misshapen, and its limbs are wiry but 
strong, Its arms end in claws that reach the ground as it moves 
in an awkward hop. 
.\ 

Nothies are twisted aberrations that live in deep 
subterranean caves and ruins, feasting on the flesh 
of any living creature they can catch, 

Nothics speak Undercommon in hoarse, wheer 
ing voices 


Combat 

A nothic’s claws are weak, and it is not 
ince it's perfectly 
happy eating carrion, it relies on its 
gave to disable victims before moving 


exceptionally fast, § 


in for a meal 
Flesh-Rotting Gaze (Su): Deals ido 
damage, 30 feet, Will DC 16 negates. 
The save DC is Constitution-based. 
ibility (Su): A nothic 
can see invisible and ethereal crea 
tures as though constantly 
De inder the effect of a see 
nvisbility spel 
Skills: Nothics have a +4 
racial bonus on Spot checks. 


Nothie 


See In 


action) before attacking. It slices its prey with its armblades and 
feasts on the spat before rolling on to find new prey 
Armblade Shields (Ex): A phargion’s two armblades provid 
1 shield bonus to its Armor Class, as though it were usin 
weapons and had the Two-Weapon Defense feat 
Rapid Movement (Ex): A phargion can roll itself into a whee 
asa free action or unroll 2s a move action. As a wheel, its spee 
increases to 40 feet (Jump bonus improves to +7). A phargios 


nor attack while in this form but gains +44 bonus to Armor Cl 


PROTECTAR 
Medium Outsider (Extraplanar, Good) 
Hit Dice: 2d8+4 (13 hp) 
Initiative: +1 
Speed: 20 ft. (4 squares), fly 40 ft. (good 


breastplate; base 
land speed 30 ft, base fly speed 60 ft. (good 
Armor Class: 18 (+1 Dex, +5 breastplate 

touch 11, fla-foored 17 
Base Attack/Grapple: +2, 
an Attack: Longsword +4 melee 


2 heavy shield), 


1d8+2/19-20) 
Full Attack: Longsword +4 melee (1d8+2/19-20) 
pace/Reach: 5 ft./5 ft 

ecial Attacks: 

1 Qualities: Darkvision 60 ft, spell-like abilities, rongues 


PHARGIGN tiiscest ts ne scaits ueisiwesd chars 


Medium Magical Beast Skills: Concentration 
Hit Dice: 10d 10420 (75 hp) 


Speci 


Diplomacy +9, Heal +6, Knowled; 
the planes) +5, Knowledge (religion) +5, Listen +6, Sense 
Initiative: Motive 


Speed: 10 f. (2 squares); 40 ft, when rolled up 

AC: 18 (+3 Dex, +4 natural, +4 shield [armblades]), touch 13, 
flat-footed 15; 22, touch 17, flat-footed 19 when rolled up 

Base Attack/Grapple: +10/+11 

Attack: Armblade +12 melee (id6+1 

Full Attacks 2 armblades +12 melee (1d6+1 

Space/Reach: 5 ft./5 ft 

Special Attacks: 


6, Spot +6, Survival +1 (43 on other planes 


yA. Smits 


Protectar ill 


Special Qualities: Armblade shields, darkvision 60 ft, low: 
light vision, rapid movement 

Saves: Fort +9, Ref +10, Will +5 

Abilities: Str 13, Dex 17, Con 14, Int 5, Wis 14, Cha 8 


Skills: Balance +10, Jurnp -9, Tumble +11 
Feats: Dodge, Endurance, Mobility, Weapon Focus (armblade 
Environment: Temperate plains 


Organi 


ation: Solitary 0 
Challenge Rating: 5 
Treasure: None 


Alignment: Usually neutral 
Advancement: 11-15 HD (Medium); 16-30 HD (Large 
Level Adjustment: 


This creature resembles nothing so much as a wheel that has rolled itself 
‘open to reveal a pair of clawed le 


and arms. Its forearms are covered 


with sharp-looking shield-bl 


les, Its head and back are covered with 
plates of chitin, and its head resembles that of an infemal insect with a 
skull-ike oppearance 


ethod of locomo 


A phargion has a uniqu on: It literally rolls 
itself into a wheel and propels itself along the ground with its 


armblades, achieving remarkable speed across level terrain 


Comba 


A phargion rolls its way into combat but unrolls (as a move 


Protectar 


Feats: Combat Casting 


Environment: Any good-aligned plane 


ganization: Solitary or team (2 


chance for 1 


5 plus 50! 
challenge Rating: 2 
Treasure: No coin 


double goods; standard items 
Alignment: Always good (any 
ncement: 3-5 HD (Medium 


dj 


6 HD (Large 


tment: +3 


tery win 


attired in elegant white robes and wears a white breastp 


they are natural ene 
of the infernal realms 


ngels, protectars exude goodness 


ies of fiends (creature Protectars de 
ly moral in all their deal 


cerned with the welfare 


lie, cheat, or steal. They are faultle 


sand are generally m 


n other celestials. 


Theit graceful bodies and elaborate dress mark protec 


pport combatants; protectars are caregivers first and combat 


sctars speak Celestial, Draconic 


nfernal, though they 
jure thank 


nunicate with almost any cre: 
lity 


5 te thelr 


tectars prefer to support their allies in combat by healing 


» rather than by fighting alongside them, They take the fight 
fhe enemy if that’s what it takes to protect or best support thei 
though. 

A protectar’s natural weapons, as well as any weapons it wields, 
treated as good-aligned for the purpose of overcoming 
demage reductic 

Spell-Like Ab 
nnds (DC 13) 


At will 


Caster level and. The s 


3/day 


ties: tongues; cure light 


ave DC is Charisma: 


RAMADEEN 


large Outsider (Extraplanar, Good, Lawful) 
Hit Dice: 4842 (30 hp 

Initiatives +4 

Speed: 40 ft. (8 squares 


Armor Class: 18 1 Dex, +2 natural, 
touch 10, flat-footed 17 
apple: +4/+13 
Attack: Masterwork scimitar 
Full Attack: Masterwork scimitar +4 
Space/Reach: 10 ft./10 ft 
Special Attacks: Smite evil 
Special Qualities: Damage reduction 5/magic, darkvision 60 ft 
Saves: Fort +7, Ref +5, Will +6 
Abilities: Str 21, Dex 12, Con 1 
Skills: Diplomacy +12, Heal +9, 
Knowledge (the planes 


1 size 
heavy shield 
lase Attack/C 


10 melee (1d8+5/18-20) 


Int 12, Wis 14, Cha 17 
nidate +10, Jump 47 
8, Knowledge (rel 


mn) +8, Lister 


Sense Motive 49, Spot 49, Survival +2 (+4 on other 
lanes), Tumble +4 

Feats: Power Attack, Powerful Charge", Weapon Focus 

scimitar 

Environment: Seven Mounting Heavens of Celestia 

Organization: Solitar 


6 plus 0-4 protectar 
Challenge Rating: 4 
Treasure: Double items 


Alignment: Always lawful good 
Advancement: 5-7 HD (Large); $12 HD (Huge 


Level Adjustment: +5 


This proud, wellamuscled creature stands 9 feet tall, It has the body of 


humanoid, with the shapely head of a powerful homed ram. It wears g 


ing and decorated armor and carries @ finely crafted weapor 


Hulking prodigies of muscle and skill, ramadeens fill the rank 
of many armies aligned with the forces of good. 

Ramadeens appear as well-muscled, finely armored giant 
Is of 


fen, and their shields 


humanoids with the oble rams. Their chainmail shines 


with the light of he ear the devices of 


heavenly patrons. They wield finely honed scimitars of iron 


ied from Mount Celestia, 


Though they are warriors through and through, ramadeens 


are knowledgeable about the rs that 


ide therein, and they apply diplomacy when the sword 
blade would 


of healing techniques. Ramadeens are well-rounded creature 
capable of holding their own both on the battlefield and in 
learned conversation. 
Ramadeens speak Celestial, Common, and Infernal 


Ramadeens barge into combat when they get the chance, The 


are careful to pick their battles but relentless once they've 
selected an enemy 


A rama 


as any weapd 
d and lawf 


wields, are treated as 


purpose of over damage reduction. 


Large Monstrous H 
Hit Dice: sds r 
Initiative: +0 

Speed: 30 f. in breastplat . ‘ 
Armor Class: 23 (-1 size, +7 nai 

Base Attack/Grapple: +8 

Attack: Mast gsword , 


Full Attack: Mast 


Space/Reach: 10 fi,/10 ft 

Special Attacks: 

Special Qualities: Darkvision 

Abilities: Str 19, Dex 10, 111, Wis 8, 

Skills: Bal 0, Climb +11, 1 0 ‘ 
Feats: Great Fortitud Will, Weap le i 
Environment: Warm p! 

Organization: Solitary or gang (2 3 ‘ 


Challenge Rat 


Treasure: Stand: 
Alignment: Usually law 


Advancement: By character class 


Level Adjustment 


T " $, scaled stalkers ate pragmatic abo 
Still, they take pride—ai 


stalkers have a 44 ra 


rom the Plane of Shadow, not the Lower Pline 


There they serve powerful warlords 


s, nightshades, dread wraiths, and humanoids who ha 

the es on that darkness. They are equall 
happy to com\ 1¢ Material Plane as mercenaries or regul 
On the e plane, the three varieties of shadow bea 
one another, but neither will they serve 

\e . of soldiers, They times wo 

t hen ser the Material Plane; in parti 
mat ble ro cooperate with either of 

A Ww be ak Abyssal, Common, and Infernal 


Large Outsider (Extraplanar) 
Hit Dice: 748+24 (5 
Initiative 


Speed: 50 ft (10 squar 
Ac 3 Dex, +8 natural), touch 12, flat-footed 1 
Base Attack/Grapple: +7/+1 
Attack: Claw +13 melee (1d6+e 
13 melee (1d646) and bite +7 melee 
fe,/10 ft 
Special Attacks: s, pounce, rake 14643 
Special Qualities: Damage reduction /magic, darkvision ¢ 
dis {, immunity to poison, resistance to acid 1( 
ld 10, electricity 10, and fire 10, spell resistance 14 
Abilities: Str 23, Dex 16, Con 16, Int 13, Wis 12, Cha 15 


skills: Balance +415, Climb +16, Hide +13, Jump +26, Listen +11, 
ble +15 
Improved Initiative, Lightning Reflexes, Weapon 


Move Silently +13, Spor +11, Survival +11, 
Feats: 

Focus (claw) 
Climate/Terrain: Plane of Shadow 
Organization: Solitary or squad (2-4) 
Challenge Rating: 
‘Treasure: No coins; 50% goods; standard items 
Alignment: Always chaotic (any) 
Advancement: 8-10 HD (Large); 11-21 HD (Huge) 
Level Adjustment: +8 
This creature appears at fst glonce like o tiger or large 
ponther with six limbs. Its face combines. humanoid 
{fotures with those of a big cat, and its expression is 
uimistakably malevolent 


Allofa ghirrash’ six limbs are weapons of terrible 
destructive power. It slinks quickly on all six legs 
bat stands erect, to its full 7-fo0r height, when 
fighting. It weighs about 500 pounds, 


‘ombat 
A ghirrash stalks on all six limbs and fights, 
sanding on its hind legs soas to bring more 
claws to bear. Pouncing or grappling, itcan 
anack with all six sharp claws, stripping 
lsh from bone with delight 
Paralysis (Su): A creature hit by a 
ghirrash’s bite attack must make a DC 16 Forti: 
tude save or be paralyzed for 1d4+1 rounds, Elves have 


immunity to this paralysis. The save DC is Constitution-based. 


Pounce (Ex): If a ghirrash charges, make a full attack, 


Jing two rak 


Rake (E 
Displacement (Su): A light-bending glamer continually sur 
rounds a ghitrash, making it difficult to surmise the creature’ 


Fwo claws, attack bonus +13 melee, damage 1d6+3, 


true location. Any melee or ranged attack 
ithas a 50% miss chance unless the 
attacker can locate the ghirrash by some 
‘means other than sight. A true secing 
effect allows the user to see the 
ghirrashs position, but se invis 

ibility has no effect. 


KHUMAT 
Outsider (Extraplanar) 
Hit Dice: 11d8+44 (93 hp) 
Initiative: 45 
Speed: 30 fi. (6 squares), swim 45 ft 
AG: 26 (1 size, 1 Dex, +16 natural), 
touch 10, flar-footed 25 
Base Attack/Grapple: 
Attack: Bite +18 mel 
slap +18 melee 
(udt2s12 
Full Attack: Bite +18 
melee (2d8+12) or til slap +18 
melee (1d12412 
Space/Reach: 10 fi,/10 ft 
Special Attac 
grab 
Special Qualities: Damage reduction 
10/magic, darkvision 60 ft, immunity to 


11/423 
ad8+12) 


Improved 
a 


Koumat poison, resistance to acid 10,cold 10, electricity 

10, and fire 10, spell resistance 15 

Saves: Fort +11, Ref +8, Will +40 

Abilities: Str 26, Dex 13, Con 19, Int 8, Wis 13, Cha 8 

Skills: Hide +11, Listen +15, Move Silently +15, Search +43, 
Spot +15, Survival +15 (+17 following tracks), Swim +30 

Feats: Improved Initiative, Improved Sunder, Iron Will, Power 
Atack 

Climate/Terrain: Plane of Shadow 

Organization: Solitary, squad (2-4), or company (520 

Challenge Rating: § 

Treasure: No coins; 50% goods; standard items 

Aligament: Always neutral evil 

Advancement: 12-16 HD (Large! 

Level Adjustment: +6 


33 HD (Huge) 


This bipedal creature has the head and long tail ofa crocodile attached to 
its muscular body. Thick scales cover its body, particularly heavy on its back 
‘and tail Its arms end in heavy claws, and its powerful mouth i filed with 
sharp teeth 


Native to the fetid swamps of the Plane of Shadow, khumats are 
dimvitted but crafty predators. Left to their own devices, they 
swim through the murky water of their homes hunting for prey 
but as soldiers they follow orders well and march comfortably 
across land, 


Combat 
A Khumat can attack with a slap of its tal or with its bite, and it 
makes the decision based primarily on how tasty its opponent 

looks—itcheerfully bites humanoids and animals, while it prefers 

to slap aberrations and extraplanar creatures with its tail. Once it 
has bitten a foe, it enjoys slowly crushing the enemy to death in 


its powerful jaws 


Dire Boar 


Improved Grab 
(x): To use this abil 
ity, a khumat must 
hit with its bite attack 
It can then attempt to start 
a grapple asa free action with 
out provoking an attack of 
opportunity 

Skills: A khumat has a +8 racial bonus on any Swim check to 


Tippin 


perform some special action or avoid a hazard. It can always 


choose to take 10 ona Swim check, even if distracted or endan: 


gered. It can use the run action while swimming, provided it 
swims in a straight line 


HASKOR 
Large Outsider (Extraplanar) 
Hit Dice: 13d8+65 (123 hp! 

ve: #0 


s 
& 
a 


i 40 ft. (8 squares 
1 size, +19 natural), touch 
9, flat-footed 28 
Base Attack/Grapple: +13 
Attack: Slam +22 melee (2d8+15 
Full Attack: Slam +22 melee 


ad 

Space/Reach: 10 fi,/10 ft 

Special Attacks: Trumpeting 
blast 

Special Qualities: Damage 
reduction 5/~ darkvision 60 

fi, immunity to poison, 

resistance toacid 10, cold ‘Thaskor 
10, electricity 10, and fire 
10, spel resistance 18 

Saves: Fort +13, Ref +10, 
will +11 

Abilities: Str 31, Dex 10, 
Con 21, Int 12, Wis 13, Cha 
16 

Skills: Bluff +19, Concentration +21, Diplomacy +23, Disguise 
+3 (45 acting), Intimidate +21, Listen +17, Search +17, Sense 
Motive +17, Spot +17, Survival +17 (+19 following tracks 


Feats: Improved Sunder, Iron Will, Lightning Reflexes, Power 
Attack, Powerful Charge", Cleave 

Climate /Te Plane of Shadow 

Organization: Solitary, squad (24), company (5-20) 
Challenge Rating: 9 

|) Treasure: No coins: so 


goods; standard items 
[/] Alignment: Always lawful ei 

+) Advancement: 14-20 HD (Large); 21-40 HD (Huge 
%/ 6 Level Adjustment: 


Gf ing seo cts ing tbe leat foe 


of solid muscle, Its long head is contorted into a look of 
1g tusks extend from its mouth, and a short 


re fury, Two 


ink twit 


them. Its ears are small, while its forelimbs are long and power 
ful. Its hide looks nearly impenetrable 


A thaskor is 16 feet long and weighs fully 4,000 pounds. Though 
itappears quadrupedal, like an elephant it can rear up on its short 


hind legs to gain better reach with its forelegs. Opponents w 
misjudge the thaskor as a stupid brute rarely survive to r 
their mistake. Despite their fearsome appearance, thaskors can 
be subile, deceptive, and fiendishly clever 


Combat 
Thaskors delight in charging into combat and slamming their 
opponents with the full weight of their massive bodies. A thaskor 
considers it a point of personal pride never to use its tusks in 
battle, and it upholds this pride to the death 

Trumpeting Blast (Su): Once every 1d4 rounds as a free 
action, a thaskor can blow a trumpeting blast with its trunk. The 


blast fills 10-foot cone; any creature within that area must make 
2 DC 24 Fortitude save or be stunned for 1 round. This is a sonic 
attack. The save DC is Constitution-based 


——_—__— SPARK-LASHER 


Medium Aberration 
BS Hit Dice: 3d843 (16 hp’ 
ive: +1 
1d: 30 ft, (6 squares), swim 10 ft 
Armor Class: 14 
14, flat-footed 13 
Base Attack/Grapple: +2/+1 
Attack: Tentacle +3 melee touch (3d8 elec 
tricity) or bite +3 melee (1d6—1 
Full Attack: Tentacle +3 melee touch (3d8 
A electricity) or bite +3 melee (1d6—1 
f) space/Reach: § ft./5 ft 
Special Attacks: Electricity damage 
ecial Qualities: Darkvision 60 ft 
immunity to electricity 
Saves: Fort +2, Ref +4, Will 
Abilities: Str 8, Dex 13, Con 
Wis 8, Cha 13 
Skills: Hide +1°, Intimidate 
Survival +5, Swim +13 
Feats: Lightning Reflexes, 
‘Weapon Finesse 
Environment: Warm 
marshes 
Organization: Solitary, gang (2-5 plus 
0, 1,02 shambling mounds) 
Challenge Rating: 2 
Treasure: 1/10 coins; 50% goods; 50% items 


+1 Dex, +3 natural), touch 


groups, spark lashers try to surr 5; preferably driv 
ing allied shambling mounds before them. 

Faced w 
spark 
just flee 


ther can resort to its feeble bite, but it would r 


Electricity Damage (Su): The touch of a spark lasher's ten 
tacles deals 348 points of electricity dam 


Skills: A spark lasher has a +8 racial bonus on any Swim 
check. Ir can always choose to take 10 on a Swim check, even if 
distracted or endangered, It can use the run action while swim: 


ming, provided it swims in a straight line. °Spark lashers have a 


8 bonus on Hide checks when in a marsh, 


_STONE 


th, Extraplanar) 


Medium Outsider (E 
Hit Dice: 2d8+11 (20 hp) 

Initiative: +0 

Speed: 20 ft. in breastplate (4 squares); base land speed 30 ft 


Armor Class: 19 (+4 natural, +5 breastplate), touch 10, flat 
footed 19 

Base Attack/Grapple 

tack: Greatsword +6 

Full Attack: Greatsw 

Space/Reach: 5 ft,/s ft 

Special Attacks: Magic s 

Spe 

Saves: Fort +7, Ref +3, Will 43 

Abilities: Str 19, Dex 10, Con 19, Int 12, Wis 11, Cha 8 
Skills: Appraise +6 (+8 stonework), Climb +5, Craft 
stoneworking) +6, Intimidate +4, Knowledge (history) +6 


nelee (2d6+6/19-20) 


1 Qualities: Darkvision 60 fi, immunity to acid a 


Spark lasher 


Alignment: Usually chaotic evil 
Advancement: 4-6 HD (Medium); 7-9 HD (La 
Level Adjustment: 


Knowledge (the planes) +6, Listen 45, Search +6, Spot +5 


Survival +0 (+2 following tracks, +4 following tracks on other 


planes, +2 on other plane 
Feats: Blind-Fight®, Toughnes: 
i 


¥ Environment: Underground 


looks at first like a sodden swamp plant proves to be an ugly, low 


re, Its head is @ forward-thrust knob consisting 


Organization: Solitary, crew (2-8 plus 0-3 leaders 
with 6 HD) 

Challenge Rating: 3 

Treasure: 50% coins; triple goods, 50% items 
Alignment: Usually ne 
Advancement: 3-6 HE 


isa mass of tentacles that sp 


wamp-dwelling spark lasher is often zood 


aken for a plant, until its charged ter 
lash forth Level Adjustment: +4 


Gray-green skin, folded and barklike, wraps. 


asherin protective coloration. The creature 


With rough, gray skin and 


around low to the soggy ground on 


ture looks like a powerful human made of 


spark lashers swim through water with only rounds out the appeorance of raw, rugg 


s exposed to the air, givi 


ession of a mat of floating vegetation. 


na spark lasher encounters a creature it Born of a union of mortal and 


s to be too strong for it, the lasher may 
mpt to intimidate its potential foe before 


grounded in soil and stone 


ing an escape A stonechild appears humanoid i 


sessed of a twisted bur considerable form only. A stonechild’s elemental 
lligence, spark lashers speak Aquan and heritage is revealed in its rough, rock 


just who might want to speak to a spark like skin—the creature looks more 


remains unclear elemental than humanoid. Howeve 


unlike pure elementals, a stonechild 


wears utilitarian harnesses me cloth: 


ners, spark lashers prefer to leap out at unsus ing, and wields a heavy weapon—usually a 


intruders, If spotted, a spark lasher may 


A stonechild lives on the Elemental Plane of 


Earth, pursuing activities and a way of life at \ \\ 
odds with those of its mortal ancestor. A. \\ 
stonechild usually arrives on a different plane 

only at the behest of spells or to fill out armi 


for those with whom they share similar ideals, \ \= 


Stonechildren are combat, aking on 


erday,a stonechild can 
pell (caster level 3rd 


Medium Elemenial (Earth, Extraplanar) 
Hit Dice: 6d 
Initiativ 


Speed: 30 ft (6 squares | 

AC: 1 natural), touch 10, flat-footed 17 4 

Base Attack/Grapple: +4/+8 

Attack: Slam +9 melee (2d10+6 a * \ 

Full Attack: Slam +9 melee (2d10+6 4 

Space/Reach: 5 {1/5 fi. 

Special Attacks: 

Special Qualities: Darkvision 60 ft 
stony defense 


Stonechild 


A Walking walls are we 


Saves: Fort +11, Ref #2, Will +5 , suited to offense or 
Abilities: Str 19, Dex 10, Con 22, Int 13, Wis 13, defense. They 
Cha 10 WY ally do their utmos 
s Skills: Listen +10, Spor +10, * y to shield th 
is] Survival +10 \ allies from hai 
2 Feats: Iron Will, Power ) but their 
= Attack, Weapon Focus \ line of d 
= slam) s is a pow 
Climate/Terrain: 


blow from their massive fists 
rate hills 


Elemental Traits: A walki 


jon: Solitary 
ating: 4 
Treasure: None 


immunity to poison, sleep effe 


Challenge 


sis, and stunning. It i 
to critical hits or flanking. It can 


ignment: Usually lawful 
neutral 

Advancement: 7-9 HD (Medium 
10-18 HD (Larg, 

Level Adjustment: 


not be raised, rein 


tion spell can restore 
nse (Su): As a full 
a walking wall 
stand asa solid barrier, provid: 


ke an outcrop: 


8 feet high, walking cover and tougheni 


its head, shoul: 


defenses, Its natural armor boi 
locks 5 


increases from +7 10 +1 


lid earth, with only th 


its AC to 27 until 


position as long as it desires, 
but if it takes any other actior 


wall has earned 
the battlefield: It 
can bring its arms and head 


B its Armor Class returns to it 
its name 


normal value and it no longer p 


together to provide mobile 


cover 10 its allies. It stands 8 


feet tall an 


Walking walls speak Common 
and Terran in low, 


weighs 00 pounds, 


rayelly voices Wang wall 


h Duscrons SeDAAGONE miniature represents a hae 


1 or creature from the worlds of the D&D game. 


skirmish and mass battles rules tefer to all minia- 


tures a5 “creatures,” and for simplicity this term is also 
ing side of the card) 
Each creature has « corresponding stat card that lists game Sta 
tistics for the miniatures rules on one side and the roleplaying 
rules on the other. 


Pp 6 
‘Oné side of the star card, beled "D&D Quick R 
marizes information for standard D&D role} 
ying statistics ate easier to use during play 
sssary for running the creature asa one-time 
opponent may/be abbreviated or even left out. For exa 
swieard’ prepared spells are listed, bur not spells known: It matters 
har spells a wizard Kinaws when using the character asa tepeat 
nonplayer character(NPC), but not for a single encounter: 

An example of a D&D Quick Reference card is shown on the 
following page. Each of the types of information onthe card is 
defined and described below. 


ie IDENTITY 
‘Atthe top of the stat card isthe creatures basi identity, This con= 
7) sistsofits name or title, alignment, size and type, and elass(if any 


used when 


ring to the role 


mple, a 


Name 
‘The name of the creature can be the kind of monster itis (such as 
an NPC’ race and class (such as “Half-Ore Fightei 


"Medus’ 


df 
V 


ele 


V7 


Sada 


an evocative title (such as "Sword of Heironeous” for a 
6th-Leyel human paladin), or an individials name (such as 
“Ember, Human Monk’) The name is always capitalized, 
singe {tis the name of the “piece” in the miniatures rules 

Where necessary, additional idencification is provided 
in parentheses, For example, the Large Red Dragon in 
the Dragoneye™ set isa young dragon, sathe age category 
appears in parentheses alter its name 


Alignment 
This entey isthe abbreviation for the creature's alignment 
Alignment often corresponds to the character or crea 
ture’ faction in the miniatures rules, but noralways. For 
example, the Gnome Recruit in'the Harbinger set is 
neutfil good but fights with the Chaotic Good faction 
in the miniatures rules 


anos AALdVHD 


This entry coresponds to the character or cteature’s 
size in the roleplaying rules."To save space, it's a 


one-letterabbreviation. 


Tipe 
This entry gives the character's or creature's type 
(including subtypes), as explained in the Monster 
Manuals 


Class and Level 
This entry uses the standard abbreviations for the 


base classes in thé’Playér’s Handbook: In addition, §\ 
3 


\ 


Mus: by D, Hanley 


new base classes from this book, and prestige classes from other 
D&D books, breviated. Below is a list of class 
abbreviations; future sets will list any new class abbrevia 
an update sheer in the Expansion Pack 


ations on 


Class Abbreviation 
Miniatures Handbook 

Bonded summoner Sum 
Dragon samurai Dsm 
Favored soul Fvs 
Havoc mage Hmg 
Healer Hie 
Marshal Msh 
Skullelan hunter Her 
Tactical soldier Tes 
War hulk Hk 
Warchief Che 
Warmage Wmg 
Other Sources 

Bladesinger ald 
Drunken master Dik 
Eye of Gruumsh fe 
Halfling outrider Out 
Ravager Rav 
Tattooed monk Tem 
Thayar knight Thk 


Creatures without character classes have no entry here. A crea- 
ture’s overall level, or character level, is indicated by the Hit 
Dice entry in its statistics (see below). For example, the Thri- 
Kreen Ranger isa "Rgr2,” meaning that it has two levels in the 
ranger class A thri-kreen also has two “levels” (HD) of mon 
strous humanoid, but monstrous humanoid is not a character 
class. The creature has a toral of 4 HD, giving ita character level 
of 4th. 


STATISTICS 


Below the identity entries are the ch; 


ycter's or creatures statis- 
tics, These statistics include Hit Dice, Armor Class, initiative 
modifier, speed, attacks, special attacks and special qualities, 
saves, and ability scores 


HD (Hit Dice) 
This entry gives the creature's number of Hit Dice (and its hit 
points in parentheses). The die type and any hit point bonuses 
arerit given because you don't need thar information during play 


AC (Armor Class) 
This entry gives the creatures Armor Class, with touch AC (T) 
and flar-footed AC (FF) in parentheses, 


INIT (Initiative) 


This entry gives the creature’ initiative modifier 


Eyeof Graumsh 
my 


ATK (Attack) 
This entry gives the creatures melee \ 
attacks and (if applicable) ranged attacks, The 
entry lists all attacks available. 

enerally, a creature making a single attack simply uses the 

best attack bonu 


able. Sometimes, however, a single attack 
gets a better attack bonus than any one of multiple attacks. For 
ample, the Halfling Veteran fights with two short swords, with 
attack bonus for each one, Since two-weapon fighting in this 
way incurs a —2 penalty on attack rolls, the Halfling Veterans 
attack bonus with a single short sword is +10. 

On cards released after the Harbinger set, this entry indicates 
both single attack and full attack bonuses when the best attack 
bonus is different. When possible, separate attack forms appeat 
on their own li 

To save space, this entry does not include details such as magic 


weapon special abilities or the Strength bonus for a composite 
longbow, just the basic weapon name (bow, sword, and so on) 


Size 


Name Alignment type 


| Class and Level 


ee 


dium Humanoid a 


HD: 
AC: 18(7 12, FF 16 
ATK: Scimitar +4 melee (1d 


‘SQ: Animal companion, halfelf tals, nature sense, spells 
trackless step, wild empathy, woodland stride 
SAVES: Fort +5, Ref +4, Will «6 


( Statistics—H ABILITIES: ste 10, Dex 14,Con 13, nt 12, Wis 15, Cha 8 
SPD (Speed) SKILLS: Concentration +7, Handle Animal »5, Heal +8, ‘ 
This entry gives the character or creature's Spelleaf +7, Survival +8 ay | 
speed in feet. Ifthe creature has a special move- FEATS: Scribe Scroll, Wespon Focus (scimitar 
ment mode, it's noted in abbreviated form (B: SPELLS: (4/2; save DC 12 + spel level) 0—deteet mage (2), 
burrow, C: climb, F: fly, S: swim), Ifthe creature eit ak Nex eee fg (2) prods flere 
is wearing medium or heavy armor, its base POSS: +1 hide heavy wooden shield, masterwork scimitar, (3 
speed (without armor) may be faster than its Possessions—_loakofrevstane i, cl of barks ‘i 
indicated speed. A creature that is mounted CRE CR: 


may have a base speed lower than its indicated 
speed (although the card notes that the crea 
ture is mounted 


Ilustration 


plus attack and damage figures. The possessions entry (see 
telow) provides complete details about the weapon. 


5/SQ (Special Attacks and Special Qualities) 
This entry gives the creature’ special attacks and special quali- 
ties They appear in alphabetical order on one line for ease of ref 
erence. The entry provides certain information, such as save DC 
ordamage dealt by a special attack, but many details (such as 
whether the ability is extraordinary, supernatural, or spell-like) 
xe omitted. Refer to the Monster Manual, Player's Handbook, or 
other rulebooks as appropriate for complete details, 
This entry may also include information, such as a creatures 

reach, that is not normally given under special attacks but is 
useful for quick reference during combat. 


$v (Saves) 
This entry gives the creature’ saving throw bonuses. 


AB (Abilities) 
The creatures ability scores are listed in the stan- 
«ard order. To save space, the usual ability abbre- 
viations are shortened even more to §, D, Cn, I 
Wand Ch. 


VF (Skills and Feats) 
the creature's skills and feats are listed 
here. Skills appear first, then feats. 
This entry isabsent if the creature has 
roskill ranks or feats 
Skills: Generally, the list of skill 
nodifiers does not take into account 
conditional bonuses from synergy 
‘uch as the bonus on Disguise checks 
when acting that comes from having 5 
ormore ranks in Bluff) or skills that 
would appear only because of a bonus 
from synergy (such as the bonus on Bal- 
ance checks granted by 5 or more ranks in 
Tumble). A few special bonuses are mentioned, 
such asa canine creature's bonus on tracking by scent 
Many skill names are abbreviated. Skills that have no rele- 
h as Craft) do not appear in this entry. 
portant to runningan encounter, but to 
ssvespace, come may be left out. This entry does not list feats whose 
dfectis included in other statistics; for example, a cleric with the 
Wirdomain automatically gains Weapon Proficiency and Weapon 
focus with the deity’ favored weapon. The proficiency can be 
omitted on the stat card since it is assumed in the cleric’ attack 
bonus. As with skills, feats that have no relevance to an encounter 
‘uch as item creation feats) do not appear in this ent 


Spells 
ithe creature is a spelleaster, spells are listed here. Some spells 
lde reminder notes to help the DM, such as damage dealt or 
sve DC. Many spell names appear in abbreviated form. 
The entry fora caster who does not prepare spells (such asa sor- 
«eet gives the number of spells available per day at each level 
fur casters who prepare spells, only the prepared spells appear. 
This entry is absent ifthe creature is not a spellcaster. 


FOSS (POSSESSIONS) 

Thisentry gives the creature’ equipment and other gear. Often, 
NPCs have less gear than standard for NPCs of their level. In 
‘hiscase, a remaining gold piece amount is given, which the 


Dungeon Master can use to equip the NPC with additional items. 
This gold piece amount is the standard value foran NPCs gear by 
level (see the Dungeon Master Guide) minus the value of the gear 
that the NPC already has. The DM can use this gold to “upgrade 
items, turning normal weapons into masterwork weapons, 
normal armor into magic armor, and so on 
This entry is absent if the creature has no possessions. This 
may also be the case if its only possession is its weapon (such as 
the Bearded Devil’ glaive). 


CR (CHALLENGE RATING) 
Challenge Rating helps a DM judge the creature as an oppo: 
nent. Its also possible to combine multiple creatures into a 

single encounter, 

To find the Encounter Level (EL) for an encounter 
involving two creatures, consult Table +1: Challenge Rat 
Rings and Encounter Levels, below. Find the column that 
corresponds to one opponent's CR and the row that 
corresponds to the other opponent’ CR, The number 
where the column and the row cross is the EL of an 
encounter involving both creatures, You can use 
this table over again to determine the EL of an 
encounter with three or more creatures, using 
the EL fora group of creatures as if it were the 

CR of one creature, 
For example, if the encounter is with an Ore 
Archer (CR 1) and a Half-Ore Fighter (CR 2) 
the Encounter Level is 3. Ifthe group consists 
of an Ore Archer (CR 1), a Hal-Ore Fighter 


Large Red Dragon 


Sd ck fac aE 


(CR2),and a Cleric of Gruumsh (CR 4), then the ELis $+ (CR 1 
+ CR 2 = EL 3; EL3 + CR 4 = EL Se), As the second example 
shows, when dealing with a group of creatures, you should work 
with the lowest-CR creatures first, hen add others one at atime, 
Working up to the creature with the highest CR 


TABLE 4-1; CHALLENGE RATINGS AND ENCOUNTER LeveLs 
a a eS eae ae ea 


ek Ce ae eas at | Sets | Care 

2% 4 Me S Se 6 Mm Be — 

SLi ede SSE TAI Me 

44S Se 6 bt 7 7 Be 104 
55s Se 6 be THR Be F106 
6 6 6+ 6& 7 %% 8&8 && 9 9% 10+ 
7 Te Me TH Te & Be 9 Ge 10 104 
8 & B B 8 9 9% 10 10+ 11 
9 — — % 9% % 9% 10 1% 1 16 
10 10+ 10+ 10+ 10+ 11 We 12 


+: Indicates a tougher than normal encounter of that EL 
The weaker creature doesn't contribute significantly to the diff 
culty of the encounter. 


For e! 


counters involving higher-CR ere 
calculations giv 


jures, you can use the 
in Table 4-2, below. (The numbers in Tabl. 
were derived from these calculations.) 


TaBte 4-2: COMBINED EL CALCULATIONS 


Weaker Combined 

Creature’s CR Is: Encounter Level Equals: 

Tor morelowerthan __—_‘Stronger creature's CR 
stronger creature's (0 change) 


3-6 lower than 
stronger creature's 


Stronger creature's CR+ 
(slight increase) 


2lower than Stronger creature's CR +1 
stronger creature's (add 1) 
1 lower than Stronger creature's CR +1+ 


stronger creature's 
Same as stronger 
creature's 


(add 1. then slight increase) 
Stronger creature's CR +2 
(add 2) 


SOURCE 
This entry identifies the source for a creature, a prestige class, 
or some other feature of the card that is not found in the core 
D&D rulebooks. For example, the drunken master prestige class 
comes from the Complete Warrior acessry. This entry is absent 
con most cards. 


ILLUSTRATION 


The illustration on the card helps you ides 


coresponds to the card, as well as naming the artist. Typically, this 


MINIATURES AND ROLEPLAYING STATISTICS 
Sometimes the miniatures side of the stat card differs from the role 
playing side. This variance is intentional. The miniatures side provides 
you with a creature that works well in skirmishes and mass battles. The 
roleplaying side summarizes an opponent or NPC that works well in 
a roleplaying session. When 2 single version of the creature isn't 
appropriate for both purposes, we provide different sets of statistics 
rather than compromise one side or the other. 

A very advanced character on the roleplaying side might be too 
powerful for skirmishes or mass battles. For example, the legendary 


illustration is the concept art thar was ¢ 
of the original sculpture 


sated to guide the desige 


——MINIATURES STATISTICS 


The mii 


ares rules statistics support two styles of play: skr 
mishes and mass bartles. The miniatures rules always refer to4 
creature or char: 


ture 
Look at the miniatures rules side of the example stat card di 
played here. 


IDENTITY 
Ar the top of the stat card is the creature's basic identity. This com 


sists of a name, faction symbol, cast, and Commander rating 
(if applicable: 


Name 
The 


es the cre: 


ame 


re detailed on the card and matches 
the name on the base of the miniature. 
Usually the name is a kind of creature, such as “Gnoll” or “Ef 


Pyromancer. it includes a characters 


Sometimes, how 
name, such as “Tordek, Dwarf Fighter: 


Faction Symbol 
There are four factions fighting it out for supre 


cy, correspon 
ding to four alignments in the roleplaying rules, Each creatures 
stat card has a symbol that identifies which faction or factions 
it can fight for: Lawful Good, Chaotic Good, Lawful Evi, o 
Chaotic Evil 

Each faction has strengths that determine its optimal tactics 
This isnt to say that all creatures within a faction stick to the 
“party line,” but those that deviate from their faction’s norma 
strengths tend ro cost more. 

Lawful Good: This faction is 
devoted to truth, law, and jus- 
tice. It mercilessly opposes 


LS 
pS 


evil while protecting the 
innocent and helping those 
in need. Crusaders in word 
and deed, members of this 
faction live by the ideals of 
honor and compassion. 
Creatures of the Lawful 
Good faction tend to have high: 
quality armor and access 10 healing 


They're accustomed to fighting in 
and obeying 0 


rs, so there are few Difficult creatures in this 
faction. Lawful Good commanders are comfortable giving 
orders and trusted by their followers, so this faction has the 
highest Commander ra 


ngs. Consequently its creatures have 


mage Elminster from the Foxcorren Reanss® Campaign Setting is an 
‘epic character of 35th level. Such a mighty being would be unplayable 
in a competitive game, so one side would have the full-strength role 
playing statistics while the other would tone them down for the minia: 
tures rules. As another example, a spelicaster's spells in the roleplay. 
ing statistics might not all translate to the miniatures statistics if they 
would make the miniature too powerful ina battle, A character's mini: 
tures statistics also might not take into account all the magic items 
listed in its roleplaying statistics. 


the best morale: Even when they do rout, they're likely to 

return to the fight so long as their commander fights along. 

side them, 
Chai 


tines 


Good: This faction com- 
nd heart witha free sprit 
iss members believe in what is 
good and right, bur these rebels 

have litle regard for rules and 
regulations. The faction acts 
according to the conscience of 

its members, following a code 

of benevolence while working 
soprotect freedom, 

Creatures of the Chaotic Good 
faction have the best ranged attacks and 
ihebest ranged spells. In general, they're fast-moving and lightly 
amored. Chaotic Good commanders frequently have Comman- 
dee Effects that increase the effectiveness of 
ranged attacks 

Lawful Evil: This faction cares 
about tradition and loyalty but 
tusno regard for freedom, dig- 
nity, or life, Each member 
dreams of ruling, bur all are 
willing to serve to further 
their goals. Diabolical and 
dominating, the members of 
this faction are methodical and 
committed 10 spreading their 
tyranny across the land. 

Creatures of the Lawful Evil faction share 
Lawful Goods tendency toward high Armor Class and good 
command ability. These creatures cant be fully trusted by their 
followers, though, so their Commander ratings are not as high 
ssthose of Lawful Good commanders. Lawful Evil creatures 
tend to have combat-related feats and aggressive tactics that 
gaint them high melee attack bonuses, Many of this faction’ 
Commander Effects increase the odds that a melee attack will 
find its target. 

Chaotic Evil: This faction is 
dkiven by greed, hatred, and a 
lust for destruction. tts mem: 
tersare hor-tempered, vicious, 
and unpredictable. Destroyers 
committed to spreading chaos, 
embers of this faction use 
power and ruthlessness to 
wake up for a lack of planning 
snd organization, 

Thisfaction shares the good speed 
apical of Chaotic Good creatures, but its 
emphasis is less on ranged attacks than on tremendous melee 
damage, C 
sshigh as rhose of the Lawful Evil or even Chaotic Good factions, 
hurthey deal more damage when they do hit. Many of this fac- 
tons Commander Effects increase the damage dealt by a suc- 
cesful melee attack. 

action, Warbands, and Armies: warband orarmy is made 
spof creatures that share a single faction, A Lawful Good war- 
bund, for example, is made up of Lawful Good creatures. 

Some creatures can fight for two different factions and so can 
teadded co warbands or armies of either. These creatures’ stat 
turlshave symbols for both factions. This characteristic corre- 
sponds having one neutral alignment component in the role- 


tic Evil creatures’ attack bonuses arent likely to be 


playing rules, The Half-Ore Monk is lawful neutral in the role- 
playing rules and so has two faction symbols in the miniatures 
rules: Lawful Good and Lawful Evil. Thus, the Half-Ore Monk 
can fight on behalf of either faction. 

‘A few creatures are capable of fighting for any faction, and 
so can be added to any warband, These creatures’ stat cards 
have symbols for all four factions. They correspond to neutral 
creatures in the rolepla 
ticular alignment. 

\ction and Special Abilities: Some special abilities depend 
on a ereature’ faction. The Sword of Heironeous, for example, 
has Smite Evil +5: It can deal extra damage to an evil creature 
once per battle, Creatures in Lawful Evil or Chaotic Evil war 
bands count as evil. Ifa creature has more than one faction, it 
counts as belonging to the faction of its warband or army. For 
instance, a Thri-Kreen Ranger in a Chaotic Evil warkand would 
be vulnerable to Smite Evil, but not a Thri-Kreen Ranger in a 
Chaotic Good warband. 


ing rules, with no bias toward any par 


Cost 

The cost of a creature is the number of points you pay to add thar 
creature to your warband or army, In a mass battles army, you pay 
an additional 20 points above the printed cost for a commander. 

Atypical skirmish warband contains 100 points of creatures. 
A typical mass battles army contains 1,000 points of creatures 

In most scenarios, you score victory points for defeating your 
opponents’ creatures, A creature's point value is equal to its cost 


Commander Rating 

Some creatures are commanders and can influence other crea 
tures in battle, Commanders (and only commanders) have a 
Commander rating 

Skirmish Rules: In a skirmish battle, the highest-ranking 
commander in your warband adds its Commander rating to 
your initiative rolls. Also, a commander can add its Comman: 
der rating to a follower’s morale save 

Mass Battles Rules: In a mass battle, a commander gets 
command points each round equal to its Commander rating 
‘Commanders can spend these points to help their followers and 
improve those creatures’ performance in battle 


STATISTICS 
The heart of the stat card, this section provides ratings that 
determine a creature’ basic fighting capabilities. 


LVL (Level) 
Level describes the overall power of a creature. 1s the eq 
nt of the creature's character level or Hit Dice in the role- 
playing rules 
Saves: You add a creature's level to its 1d20 roll when it makes a 
save toavoid the effect ofa spell or to brave the dangers of combat. 


SPD (Speed) 
In the skirmish rules, a creature’ speed is the number of squares 
ican move on the battle grid. In the mass battles rules, itis the 
number of inches the creature can move across the battlefield 


A creature that does not cast a spell, or take a standard 
action can move up to double speed. 
In the skirmish rules, a ereature that is out of command has its 


speed reduced to 2, 


AC (Armor Class) 
‘This entry is the creature's Armor Class. An attack roll whose 
result equals or exceeds this number is a hit 


HP (Hit Points) 
This entry is the creature's hit points. When a crea 
tures hit point total is first reduced to half its full 
normal toral or lower, it must succeed on a morale 


save or run away (rout). [fits hit points are reduced to 
0 or lower, it is destroyed and removed from play 

A hit point number is always a multiple of 5. Typi- 
cally, this number is the creature’ hit points in the 
roleplaying rules, rounded up or down to the nearest 
multiple of 5 (but always at least 5), For 
example, a typical ogre as described in 
the Monsley Manual has 29 hit points, so 


Statistics: 


in the miniatures rules, its hit point 


rating is 30. Commander 


Effect 


Melee Attack 
This entry is used when attacking enemy Special Abilities. 
creatures in adjacent squares (including 


Spells. 
diagonally), The melee atta : 


1k bonus is 
the number outside the parentheses: Add 
ck roll. Ifthe result 
equals or exceeds the enemys Armor Class, the attack 
isa it.The number inside the parentheses shows how 
much damage the creature deals with a melee attack 
that hits 

A damage number is always a multiple of 5. (You 


this bonus to the creature's atta 


can track damage using counters, with each repre 

senting 5 points of damage.) Typically, this number 
is the creatures average damage in the roleplaying 
rules, rounded up or down to the nearest multiple of 
5 (but always atleast 5), 

Ifa creature's melee attack deals special damage 
ofsome kind, this is noted in the damage entry. For example, 
the Half-Ore Monk's mystic fists allow it to sttike as a magic 
weapon. Its melee damage rating is "10 magic,” so it deals 10 
points of magic damage when it hits. 

Sometimes a creature’ attack deals more than one kind of 
damage, In this case, the two kinds of damage are given sepa- 
rately, For example, the Salamander’s red-hot spear burns a foe 
that i strikes. ts melee damage rating is “10 + 5 fire,” so it deals 
10 points of melee damage plus an additional 5 points of fire 
damage when it hits 

Multiple Melee Attacks: Some 
one mele: 


reatures can make more than 
attack. Their attack numbersare separated by a slash (/) 
In most cases, each attack deals the same amount of damage, If dif 


ferent attacks deal different amounts of damage, the damage rat 
ings are given in the same order as the attack ratings and are also 
separated by a slash. For example, the Barghest has a melee attack 
rating of +9/+4 (10/5). Ircan make two melee attacks, one with a 
+9 bonuson the attack roll that deals 10 points of damage, and one 
with a +4 bonus on the attack roll that deals 5 points of damage. 

‘creature that moves during its turn can make only one attack 
even if it is otherwise capable of making multiple attacks 


Ranged Attack 


This entry is used when attacking an ¢ 


ny within line of sight. 
Most creatures dont have a ranged attack score. Creatures with 
ranged attacks have attack bonus and damage entries that work 
just like those for melee attacks, 

In the miniatures rules, creature making a ranged attack must 
target the nearest enemy creature, (In the chaos and confusion of 
battle, an archer doesnit have the luxury of choosing targets care- 
fully.) However, some special abilities and Commander Effects 
allow ranged attackers to choose more distant targets. 


Faction Symbol 


MELEE ATTACK: +4 (5 
RANGED ATTACK: 
TYPE; Humanoid (EM! 


(COMMANDER EFFECT: Animal and Magical 
Beast followers gain Save 


SPECIAL ABILITIES: Unique, Beastmaster 2 
SPELL 


Set Ieon/C 


Name — Commander Rating 


fadania, 


LVL 3 
AC! 18 


SPD: 4 
HP: 20 


Collector Number 


Set Icon 


| iG 


1st—magie fang 219 (touch, Animal or 


Magical Beast only; attack +1, ignore DR), praduee —_// 29/80,CG.22 ——Cos 
flame 3 (sight; § fire damage); 2nd—ca’s graced Vadania Nan 
AC, ranged attack +2), lame bl Half-Elf Deuia 
(©2003 Wizards 

inChina 


t 


Copyright Notice 


or Number Copyright Notice 


Type 
This entry isthe c 


eature’s type, such as “Humanoid” or “Undead! 
Some creatures also have subtypes given in parentheses, For 
example, humans have the type "Humanoid (Human).” 

‘Type and Special Abilities: Some creature types besto 
numerous special traits. These creature types are Constr 
Dragon, Elemental, Ooze, Plant, Undead, and Vermin, The tris 
associated with each of these types are found in the glossary 1 
the end of Chapter 5 of this book 

Additionally, some special abilities depend on a creatures 

type or subtype. For instance, the Barghest gains hit point 
when it destroys a Humanoid but not when it destroys any 
other type of creature, 
The type entry also indicates a creature’ size. (Most cre 
tures are Medium, and their stat cards do not give size.) A Small 
creature has a 20 mm base, and a Medium creature has a 25 mm 
base; each occupies 1 square on the battle grid. A Large creature 
basa 40 mm base and takes up 4 squares, 

Some spec 


| abilities are dependent on size. For example, fol 
Jeric of Yondalla get a +2 bonus on attacks agains 
creatures that are larger than they are 


COMMANDER EFFECT 
The presence of a commander helps troops fight harder and 
smarter. Some commanders even dismay their enemies. Only 
commanders have Commander Effects; this entry doe 
appear on the stat card of a creature that is not a comman 
Skirmish Rules: A Commander Effect grants one or more 
bonuses or special abilities to followers within 6 squares of the 
commander. Sometimes a Commander Effect instead affecs 
enemy ¢ 


lowers of the 


atures within 6 squares of the commander. 
Mass Battles Rules: A Commander Effect applies only 


the unit to which the commander is attached. If it affects ene- 
nies, it applies to all enemy units with which the commander's 


r,an unatt 
its Commander Effect against all units it eng 


SPECIAL ABILITIES 

This entry provides the creature's special attacks, resistances, and 
(if any), Special abilities may contradict the general 
ability that contradicts a rule, 


weakne 
rules, When a creature has a specia 
ihatability takes precedence 

Some special abilities can he used only a limited number of 
times. These have check boxes (Q), one for each use, 

Many special abilities’ effects are written out entirely 
statcard. In such cases, the text describes the ability’s effect in a 
skirmish. For the effects of special abilities in mass battle 
Mass Buttle Special Abilities in Chapter 6 of this book. 

Other special abilities use special keywords to describe their 
allt, and these are defined in the glossaries in Chapter 5 and 
Chapter 6 ofthis book 

This entry does not ap 
the stat card of a creature that 

Baaz Draconian 


ts are defined by 2 

number of special keywords. These 
are defined in the glossaries in Chapter 
Sand Chapter 6 of this book 

Most spells can be used only a limited 
number of times, These have check boxes 
Q), one for each use. 

This entry does not appear on the stat card 
ofa creature that cannot cast spells. 


COLLECTOR 
INFORMATION 4 

Atthe bottom of the card is collec J 

tor information: the set icon, col- 
nd rarity 

The icon tells you w! 
ture belongs to, such as the Harbinger 
sa{whose con fa trumper) ( 
The collector number gives the minia is 
tueborderin the set,as well asthe oral (ig /Q)) 
umber of miniatures the set contains. 

The rarity symbol tells you whether a miniature is common 


lector numb 


(itele), uncommon (diamond), or rare (star), 


CONNER ENG TO THE 


Toucan convert cre spells, and other elements from the 
gD roleplaying game for use in skirmishes or mass battles. This 
section giv 

Converting a creature is not a simple matter of applying a for: 
aula. Youll do better to capture its flavor, spirit, and concept 
aiher than t0 account for every detail and wind up with some- 
thing that’s overly complicated. Keep in mind that the minia 
tues system uses a simpler set of rules than the roleplaying 
gute. Instead of controlling a single creature, you often control 


‘ou some guidelines on how to do this. 


five or more. This requires skipping over a lor of small details to 
make game play easier 

The miniatures rules recast creatures, sp lities,and spells 
ina format that is teue to their original nature but easier and faster 
to use. Ifyou want your battles to run smoothly and quickly even 
after youve added new creatures, you should take the same 
approach. Another option isto preserve the various special bilities 
and other rules of the roleplaying system, but doing this will make 
the creature much more detailed than is normal in the miniatures 
rules, and youll need to use roleplaying rules to interpret many of 
its features, You should decide ahead of time how you want to bal- 
ance features ofthe roleplaying and miniatures rules 


DERIVIN 
MINIATURES RAT 


UN 


To derive ratings for abilities in the miniatures rules, start with 
the creature’ statistics in the roleplaying rules. You might want 
to address special abilities, spells, skills, and feats first, because 
those characteristics ear istics. Special abilities 
and creature costs each warrant their own sections; see below, 


ct other st 


IDENTITY 
This information consists of a name, faction symbol, 
cost, and Commander rating (if applicable), 


\, Name 
the creature whatever name makes sense. 


Faction 
tions in the miniatures rules don't always 

{, match alignment in the roleplaying rules. 

|| Use the following guidelines 10 choose a 
faction or factions for a creature, 

Ifthe creature’ alignment is lawful good, 
\\\) | chaotic good, lawful evil, or chaotic evil, 
\\\\\. its faction matches its alignment, If the 
creature’ alignment contains one neutral 
component (neutral good, lawful neu 


\ 


tral, chaotie neutral, or neutral evil) it 
can belong to both factions that its 
alignment is “next to,” such as Lawful 
Good/Chaotic Good for a neutral good 
creature. Creatures with a neutral can 
belong to any warband so have a faction 
of “Any’ 
Very often creatures that have a 
neutral outlook work with only good 
or evil creatures. In these cases, match a 
creature’ faction to its preference, rather 
than its actual alignment. For example, 
Lidda, Halfling Rogue is chaotic neutral in 
the roleplaying rules, but since she never 
works with evil creatures, her faction in the 
miniatures rules is Chaotic Good 


Cost 
Figure out what the creature costs last, if 
you do so at all (see Deriving Costs, at the 
end of this chapter) 


STATISTICS 


These entries describe the creature’ basic fighting capabilites 


peer a 4 SUT 


Level 
This is the same as character level oF 
Hit Dice in the roleplaying rules. If a 
creature has both Hit Dice and class 
levels, add them together to determine 
its level rating in the miniatures rules 


This entry is the creatures speed in the 
roleplaying ru 
expressed in squares (because the sca 
5 feet 

For creatures with the Flight spe 
cial ability its necessary to reduce 
the creature’ fly speed as given in the 
roleplaying rules, t0 keep movement 
ble on the battlefield, Rather than 
applying minimum speeds and turning ares 


} 
Speed 
Gold Champion 


s, divided by 5 and 


of 
the grid is 1 square 


fordifferent maneuverability ratings, simply 
reduce the effective spe: 


for clumsier 


fliers. Asa general rule, to determine a creature’ fly speed 
in the miniatures rules, multiply its D&D fly speed by the 
jor given below for the creature’ maneuverability, then 
convert to squates (at the rate of 1 square = 5 feet 
Perfect: fly speed x70 
Good: fly speed x.66 
Average: fly speed x 40 
Poot: fly speed x30 
Clumsy: fly speed x.20 
For example, a very young red dragon has 
a fly speed of 150 feet and poor maneuver 


ability in the roleplaying rules. This converts 
toa miniatures rules speed of F9. (Creatures 
with the Flight special ability have an “F” 
prefix before their speed.) 

For a creature with a burrow speed, con- 
vert at the normal rate of t square per S feet 


Milas, by D. Hanley 


AC 
This entry is generally the same as the creature's 
Armor Class in the roleplaying rules. If the erea- 
ture has the Dodge feat, add +1 to its AC in the 
miniatures rules 


HP 


This entry is the crearure’s hit points in the role- 


playing rules, rounded to the nearest multiple of 5 (atleast 5 hp) 
For example, at 1st level Tordek has 13 hit points in the role 
playing rules. That converts to 15 hit points for Tordek, Dwarf 


Fighter in the miniatures rules. 


Melee Attack 
This entry is ustally the same as the creature's melee attack bonus 
in the roleplaying rules. Some factors may adjust this number, 
see Multiple Attacks, below: 


AVERAGE DAMAGE 

To calculate a creature's average damage, add the minimum and 
maximum damage together and then divide by 2. For example, an 
‘ogee’s average damage with a club is 16. (Its club deals 2d8+7 points 
of damage; 9 (min) + 23 (max) = 32; 32/2 = 16) 


jee Damage 
This entry is the creatures average mele 


damage in the role 
playing rules, rounded to the nearest multiple of 5 (minimum 5 


Ranged Attack and Damage 
Deriving the attack bonus and damage for ranged attacks works 
the same as for melee attacks. 
For thrown weapons, give th 


tack a range of 6, For projectile 
weapons, give the creature unlimited range 
(within line of sight) in the skirmish rue 

and range 24 in the mass bartles rules, 
A creature with 
should have eithe 


ranged attack rating 
one-shot limit or na 
Sy__ limit on the number of ranged attacks 


{it may make during its entire ship 
mish. (Keeping track of ammunition 

is a hassle, but remembering 

whether 
its single ranged attack is ea, 


creature has used 


Multiple Attacks 
Typically, multiple attacks trans 
late directly to the miniatures 
rules, with separate attack bomuse 
(and sometimes damage values) for 
separate attacks. For example, the 
Human Blackguard is based on a charac 
)) ter having two melee attacks, with bonuses 
of +14 and 49. These produce a melee attack 
iy rating of +14/+9. 
In the roleplaying rules, however, some 


S Z 
DSA, characters have different attack bonuses 
jepending on whether they're making one 
Hae attack or multiple attacks. For example, the 


Halfling Veteran is based on a charactet 

who fights with wo short swords. In the roleplaying rules 
this character's melee attack bonus is +10 when making 
single attack and +8 with each attack when using both 
weapons. In the miniatures rules, this “floating” attack bonus 
would slow the battle down, so instead the two bonuses ae 


th N 


averaged. This translates to a melee attack rating of +9/49 fo 
the Halfling Veteran. 


Type 
This entry is the same as the crea 


we in the roleplaying 
ly humanoids) also have a subtype, 


rules, Some creatures (genera 
given in parentheses 
Note a creature's size only if it is not Medium. 


SPECIAL ABILITIES, SPELLS, AND 
COMMANDERS 

Translating special abilities, feats skills, and spells to the minis 

tures rules isa matter of finesse. Some roleplaying features (such 

as skills) do not have a direct miniatures equivalent, and some 

ures (such as Commander rating) do not existin 

the roleplaying rules. Others must be simplified for quick heat: 
to-head play. These guidelines cover the basics, but many specific 
abilities may not be covered here. Use your best judgment, stat 
ing from what's presented here 


miniatures f 


Troop Type 
The troop type characteristic doesnit have a ready parallel in the 
roleplaying rules. 1 sa special ability that describes a creature\ 
ability 10 follow orders or remain under control in combat. 


Powerful creatures dont like following orders, so they usually 
have the Difficult special ability, This makes them harder to com 
rand effectively, balancing the increased benefit of having such 
powerful combatants, For example, the Troll miniature has the 
Difficul s ability 

Creatures with Intelligence scores of 1 or 2 usually have very 
bigh Difficult ratings, such as 20 in the case of wild animals 

Ifyou want a creature to be able to act on its own bat not be a 
commander, give it the Independent special ability, Although 
ture in general, thi especially good for PCs that you're 
converting for use 


‘Com: der 
Creatures with levelsin one or more classes or prestige clas 
becommanders, Very intelligent and powerful monsters might be 
commanders even without classes, stich as the Mind Flayer. 
There's no hard and fast rule for workingout a creatures Com- 
sander rating, but you can make a rough determination using 
the following lists, Start with a base rating of 1, then add 1 for 
cach property under Higher Commander Rating that the cre 
ture possesses and subtract 1 for each property under Low 
Commander Rating that the creature possess 
This system cant advise you on whether to make a creature 
intoa commander. That depends on your vision for the creature 
andits role in the battle. 
Ifacreature isa commander, give ita Commander Effect. You 
aan choose a Commander Effect possessed by one of the other 
commanders in its faction or invent one along similar lines, 
Higher Commander Rating 
Laviul alignment 
Int 13 or higher 
Wis 13 or higher 
Cha 13 or higher 
Sranks in Intimidate or 
Diplomacy 
Leadership feat 
Paladin oF fighter 
Character level 6th or higher 


tower Commander Rating 
Chaotic alignment 
Int § or less 
Wissor 
Cha or less 
Fogue, sorcerer, or wizard 
Character level 1st or 2nd 


Jlamed Special Abilities 
Many special abilities in the roleplaying rules also appear with 
‘besame name in the miniatures rules, such as Sneak Attack 
Inthese cases, simply use the miniatures version of the special 
‘ility 

Damage Reduction: 
inthe roleplaying rules 
inn the miniatures rules, regardless of any vulnerability. Gi 
sbecreature damage reduction 10 if its value in the roleplaying 
iuesis 15 or higher, otherwise give it damage reduction 5. The 
pre punishing damage reduction rules work fine in a rolepla 

campaign, in which the PCs likely havea lot of 

can sualy avoid battles that they can't hope to win. In a com- 
piv butle, however, damage reduction of a higher value or 
this more difficult to overcome could make a lot of battles 
inwinnable for one side—and thus, no fun, 


Spell Resistance: Creatures with significant spell resistance 
in the roleplaying rules (generally higher than 10) have the Spell 
Resistance special ability in the miniatures rules. Thus, the Drow 
Wizard (with spell resistance 15) has Spell Resistance, but the 
Baaz Draconian (spell resistance 8) does not. 

Turn Undead: This ability works differently in the miniatures 
rules than in the roleplaying rules. It affects only the nearest 
Undead creature and is much more simplified. Give a cleric a 
Turn Undead rating equal to the cleric’ level. Clevies with par 
ticularly high Charisma scores or those with the Sun domain 
may have higher Turn Undead ratings, at your discretion, For a 
paladin, figure the Turn Undead rating the same way, based on 
the character’ effective cleric level for turning, 


Duration 
Keeping track of the duration of special abilities slows down 
battle, If possible, make a special ability last either for the rest of 
the battle or for a single round. 

For example, a barbarians rage in the roleplaying rules gener 
ally lasts 6 rounds or so (depending on the character's Constitu 
tion modifier), Six rounds is close enouigh to the length of a 
whole battle (or at least to a creature) life span once a batile 
begins) that, in the miniatures rules, a barbarian such as the Ore 
Berserker is always considered to be raging, and its statistics are 
adjusted accordingly 

If you want a duration of more than 1 round but less than a 
whole battle, then you!ll need to keep track of the duration in 
some way. 


Saves 
In the miniatures rules, a creatureS saving throw bonus is 
equal to its level. (Most creatures in the roleplaying 


r == rules wind up having save bonuses that aver- 


age out close to their Hit Dice.) 
~~ In the roleplaying rules, however, 
some creatures have better than normal 


The miniat 


Ogre Ravager 


pny G 


this advantage with the Save 44 and Save +8 special abilities. In 


general, give Save +4 to the following creatures: 
Dragon: 
Dwarves 
Monks 
Paladins 
Rogues o 
A creatu 


7th and higher level 
that falls into Je categories, such as a dwarf 


monk, may get Save +8 inste $ 


rules, One exception is Tumble: If the creatun 
in thisskill, this usually translates as the Mobility special ability 
scores in Diplomacy and Intimidate, as noted above, are 
typical for commanders 
A number of feats, such as Precise Shot, translat 
ly to the miniatures rules. Oth 


ore of less 
s, such as Dodge or Power 
Attack, instead alter a creature's combat statistics. 


Spelis 


Only spells that have combat utility appe 


creature's stat card in the miniatures ru 
These spells generally resemble their roleplay: 
ing versions but often have simplified effects 
of play, Spells use a special format to sum: 
rize their effects, 
Ainor Feature 
or minor effects can often be 
for purposes of the miniatures rules. I's better 


in battle than try to simulate every detail and end up 


with a creature that s 


—— DERIVING COSTS 


There's no formula 


ws down play. 


alculating a creature's 
cost in the miniatures rules, A creature's various 
combat ratings and special abilities can interact 
unusually, making it stronger or weaker in 


able for 


non sense would be 


ways that a formula cant capture. Any u 
mula would be so inaccurate that your 
a better guide, Thus, 


ng a Cost to a new creature is up to 


you and your friends 


The first thing to do is to compare the new creature to other crea 


tures whose costs you know, and assign a cost that fits a creature 


of its power. This method is simple and direct, but it may take 


practice to get a good fi 


A second approach is to estimate how much better the new 
creature is than another creature like it, As rule of thumb, a 
reature thar has twice the attack capability and twice the defense 
capability as another creature should cost twice as much as the 
first creature 


a creature has twice the attack capability but the 


same defensive capability (or the other way around), then it 


should cost about 40% more than the first creature 


ting also gives youa tough idea of what 


its cost might be. Asa cough estimate, a creature's cost is abo 


mes its CR. Having the Fearless special ability, however, isa big 


benefit in the miniatures rules, so an Undead creature or other 


creature that has Fearless (such asa paladin) has a cost of about 
times its CR 


PLAYER CHARACTERS IN THE 
MINIATURES RULES 

Player characters converted for use with the miniatures rul 
should be joined to factions that match their alignments. F 
these purposes, you may shift alignment slightly to reflect th 
sorts of warbands or armies that the character is likely to je 

Player characters from the roleplaying rules can become com 
manders in the miniatures rules. A character’ status as a c 
mander lets the player control that character plus an arra 
ratingof 0allows a PC top 

ig a wh 
atures, th 


troops in battle. Even a Command 


other creatures under command, If you are convert 
party of PCs, and they are not commanding 
you should choose one to be the commander. That chara. 
pander rating, while other party me 

ident special ability. An indivi¢ 
always has the Uni 


receivesa Con 
have the Indep: 


-ommanders, PCs are very maneuverabl 

They may be too versatile to work well in the mini 
tures rules, Just as the Dungeon Master 
D&D roleplaying campaign chooses « 

lenges appropriate to the PCs, so in th 

miniatures game should you tak 

meaningful battles if yo 

going to use wild cards such as D&l 


player characters 


to lrocps, siupported ty ari Cyto, culflank 


human mewenatits 


gS 


n haurted rulns'and deep in accursed dungeons, elite strike 
teams clash in furious battles. This chapter provides the rules 
for fast, actical miniatures battles called skirmishes, 


In skirmish, rwWo or more competing warbands fight, War 
bands are composed of creatures (these rules refert0 both char- 
acters and monstets as “creanures?) 

When building @warband, first choose the faction (Lavlul 
Good, Chaotié Good, Lawful Evil, or Chioge Evil) the war 
band belongs to..Bach creature’ stat card gives its game sta 
tistics, including a faction symbol and abbreviation that show 
which faetiofor factions it camfight for. A érearure: 
does nor necessarily correspond to its alignmentin the rate 
playing game. 


WARBAND CONSTRUCTION 
After choosing a faction, start selecting creardres to fight in 
your warband. You can spend up to 100 points to build your 
prarban 
/ Cost: Each erdsnute fas 4 point cost, shown on the minfa- 
| ture’: base and in the top right corner of its stat card. 
(Creaturé-Limit: No warband can contain more than twelve 
creanures, 
| ‘Factions: Your warband can cotithin creatures that posses 
\your faction’s symbol, Some creatures have symbols of two ot 
four factions and can fight for any of those factions: 
Commanders: Atleastone of the creatures in your warband 
shouldhaye a Commander rating. Without,9 commander, 


A Haman Blackguard 
commands an Migre 


inte balle 


your warband fights less.effectively, your creatures are 
more likely to flee, and they dont have access to Com 
mander Effects, 

Difficult Creatures: Be cafeful about creavutes with the Dif 
ficule special ability. Ia creature’ Difficult rating is higher 
than your best commanders Commander rating, the crea 
ture will spend the whole skirmisl our of command. 

Warbind Building Abiliies? Some commanders have 
special a ic the faction rules 
when building your warband. For examp 
Ore brestures (including Hall-Ores) of any faction in 
your warband if there's Cleric of Graumsh in it 


ities that allow you to br 
youcan have 


TABLE 5—1: SAMPLE WARBAND 
Creature 
1 Vadania, Half Elf Druid (Cmdr 2) 
VJozan, Human Cleric 
1 Wild F1F Barbarian. 
2\Wood EI Skirmisher 
1 Crested Felldrake 
AWolf 
Total cost 


fatband Etiquette 
‘Construct your warband in secret, using the stat 
cards, Dontt identify, which creatures youlte using 
yer: just keep your hand.of stat cards ready, 

You reveal your warband during the Terrain Int- 
tiative phase of setup, as described in the follow- 
ing sectian, 


= Uciringured companionitg 


SSS eee UNS 


“To prepare for battle, youll need to define the contested ground. 


BATTLE GRID 

Start with a battle grid 
lished battle grids are 
Pack (22 inches by 34 inches) and the Dusc#on Mastun’s Guide (19 
inches by 28 inches). Any size will do, though, depending on 
how big a skirmish you want 

The ed 
offis through the exit squares, These are either the five squares in 


map overlaid with Linch squares. Two 
wwailable: in the DéD Miniatures Entry 


ssof the battle grid are impassable walls. The only way 


a corner (marked on the Entry Pack battle grid) or three squares 
along a side (for players not starting in a corner) 


eating 
Arrange players around the battle grid according to how many 
are involved 

vo Players: Players sit at opposite corners. 

Three Players: Two players choose corners at the opposite 
ends of the same long edge, The third player starts in the middle 
of the opposite long edge. 

Four Players: Eich player chooses one of the four corners. To 
avoid crowding, put two battle grids together or use a bigger 
battle grid 

ve or More Players; Players start evenly spaced around the 
perimeter. To avoid crowding, put two battle grids together or use 
bigger battle grid 

Contested Starting Area: If players don't agree about their 
seating around the battle grid, roll dice to see who chooses to 
sit where 

Bigger Battle Grids: You can use a larger battle grid even for 
‘two or three-player games, but doing so will change the balance 
of power: For example, creatures with ranged attacks are more 
powerful on larger battle grids, and creatures with low speed are 
less powerful 


CHOOSE TERRAIN TILES 
Each player brings four terrain tiles to the skirmish, One terrain 
tile (but no more than one) must be an assembly tile (the words 
‘Assembly Tile" are printed in one corner), The remaining three 
tiles are feature tiles; no single 
player can choose two of 


Tus. by D. Hanley 


the same terrain tiles. 
The appendix contains 


Barghest 


Small or Medium 
creature's space 


corner 


square 


nterpoint 
Large creature's space 


intersection 


The Battle Grid 


examples of various terrain; you can photocopy these and cu 
them out for use as terrain tiles in skirmishes, 

If you are playing a two-player game, or a four -playé 
ona double-size battle grid, each player use: 
you're playing a three-player game on a standard battle grid or 
a game with five or more players on a double-size battle grid 
each player uses only three tiles—the assembly tile plus two 


Feature tiles, 


TERRAIN INITIATIVE 

Each player rolls 1420 to determine who controls the terrain 
initiative 

Reveal your warband and add the Commander rating of your 
best commander to your roll. The player with the highest result 
places his or her assembly tile in his or her starting space; then 
the other players do the same one ata time, proceeding clockwise 
around the table 


Placing Terrain Tiles 
Terrain tiles must he placed so that their squares line up with the 
squares of the battle grid. 

The first tile you place must be your assembly tile. 1f youre 


starting in a comer, the square labeled “Exit Corner” goes in the 


CASUAL SETUP VARIANT 

IFyou and your friends prefer, you can just set up the map in interest 
ing ways before each skirmish instead of using the competitive method 
of terrain setup described here. The setup rules presented here make 
sure that there are always 2 squares between walls, so that Large crea 
tures can move through the space easily. Make sure your maps follow 
the same rule, 


omer square. If youre starting on an edge, lay three ofthe tiles. ROUNT 


yed in rounds. Begin the round by making an 
heck, In each roun in 


ing the “Exit Corner” square) on the three A skirmish is 


ur starting place initiative players complete phas 


places a terrain tile in order, one at a 


ach phase in which you act, you activate 


9 until there is no roor nd; one creature takes its turn, 


jore terrain bartle grid. You can never can activate a pai rea. 


You cai nds when all players have activated all 


ht have 


their creatures once wait fi 


opponen fe more crea: 


tures jou do.) Then a new 


SEMBLE YOUR WARBANI 


tiles are placed, the pl 


hest Commande 


the active c 
warband. Stun 


the first terrain tile sets up his warband 


confused, or 


n the next player sets up 


warband dso on. 


at it occupies squares 


assembly tile helple nanders dont improve an ini 


i are free of walls and statues. It's okay to set_{ The player with the highest initiative 


eck result choos es first in the 
Play pa 


up on difficult terrain (indicated with a light who 


lored triangle s clockwise around the table 


om the player who etimes you'll want to 


first; other times youll want to see what your oppo: 


1 Xe nents are up to be ces 
+ warband and set >A , If two or more play hest initiative 
battle grid, you and your opponents} check result, the player with the highest Comm: 
ns activating the creatures in your rating wins. If there’ tied player 
bands Meonm s the Half-Ore Fi 


by destre 


ae BO 


der 2) in her warband and rolls a 12. Her initiative 


exceeds your warbands total 


[notused] 


Two-Player 
Terrain Setup 


alts. First cach puts an as or her starting corer [eles rand 2) 5 take turns placings [Shrine], {Rube Room 
and 7 (Treas Room), Yo 


check result is 14 (12 + 2), so she gets to decide who goes first 
inthis round, 


PHASES 
The first pla 
his or her 
4 ereatue is facing or flip over its stat card to indicate that it has 
been activated.) 

Everybody completes phases in order until all creatures have 
been activated, Actions « specific creature takes during its acti: 
as that creature’ turn, 


+ completes a phase by activating two creatures in 


arband, one at atime. (You can change the dir 


ACTIVATE CREATUR| 


se in the round, 


PTER 5: 


~ SKIRMISH 
RULES 


each ph 
one ata time. An activated creature can perform one of the fol- 


lowing activit 


ck 


Move its speed and then make one attack, or make one 
antack 
Move up to double its speed. 


ind then move. 


Not move and make multiple attacks, if it can do so. 
—Charge 


Instead of making its attacks, a creature can casta spell or use 


a special ability, such as Turn Undead. 


Players each activate two creatures per phase until eve 
creature on the battle grid has bi e,ending the 
round. If you have an odd number of creatures in your war 


nd, on your last phase you'll only hay 


een activated of 


one creature to acti 
e. If you have many more creatures than your opponents, 


youll probably get to activate many creatures in a row at the 
¥ end of the round, 


by A. Smith 


Move and Make One Attack 


Accreature’s speed is measured in squares. For example, a creature 


with a speed of 6 can move up to 6 squares in a single move. 4 


creature that moves up to its speed can also make one attack ot 
perform a standard ting a spell, It can move 
first and then attack, or attack first and then move 

ir turn cant make multiple 
attacks, Ifa moving creature has more than one attack listed on 


fon, such as ¢ 
tures that move at all on ¢ 


its stat card, and the attacks deal different amounts of dama, 


can choose which attack to use. 
Note: Creatures that are out of command hen they start their 


turn have their speed reduced t0 2. 


Move up to Double Speed 
A creature that doesnit do anything else 
speed during its turn 


n move up to double 


Not Move and Make Multiple Attacks 
Ifa creature doesnt move during its turn, it can make multiple 

melee or ranged attacks ifit has the capability (this is also call 

making a full attack) 

(melee or ranged) 

h multiple attacks can n 


All its attacks must be of the same sort 


A creature v Keone of is attacks and 
up to its speed instead of taking the rest of its attac 


sapable of making more than one attack in 


then mov 
ot all creatures are 
aiturn, See the rules for making attacks and dealing damage, belo 


harge 
A creature can charge the nearest enemy that it can see, subject 


to certain conditions, 


can withstand the minstaurs penwerful charg 


blocked 


To charge, a creature moves at double speed directly toward 
thenearest enemy within line of sight and must finish its move 
nent in the closest space adjacent to that enemy (including 
diagonally a 
last 2 squares, that creature can make a single melee attack 


jjacent), If nothing slows it down and it moves at 


my with a +2 bonus on its attack roll, 


COMMAND 


When you activate a creature, first determine whether it is under 


against that ¢ 
8 


command. A creature is under comm 


ithe following conditions 
—Itis within 6 squares of one of thecommanders in its warband. 
thas line of sight to one of the commanders in its warband, 
—itisa commander 
If the creature does not meet any of these conditions, it is 
oatof command, Creatu 


that are out of command are more 
vy can take. 


restricted in what actions 


(COMMAND AND MOVEMENT 
Acteature under command can move 
une 


ing its listed speed, 
at creature is routing (see Morale) or helpless. 


Acreature that is out of command moves much slower, it is 


snsidered to have a speed of 2. 
Exception: An out of command creature can rush toward the 
enemy it can see if it can 


each that enemy during its 


SPECIAL ABILITIES THAT INFLUENCE COMMAND 
creatures are Difficult or Independent. These special abilities can 

ether a creature is under command, For details, see the 
at the end of this chapter. 


Command Range 


idercancommand allies that 
¢ or that are within'6 squares: 


‘The Sword of Heironeous can command. 
the Dwarf Axclighter orthe Man at Arms; 
but lot the Halfling Veteranor the 

Sun Soul Initiate. 


Sun Soul Initiate 


turn, It moves up to double its normal speed toward that 


enemy and can take any path, so long as it ends its movement 


adjacent co that enemy. (It can even charge if it's able to meet 


the conditions; see Charging, below), Being out of command 


Walls and Distance 

When determining dias forcommand, count around yall 
ser cough them ax iahtioreriente 
Pe across the omersor walls 


acs agonal 


Here, the Sword of Heirencous is within squares ofthe 
Dwarf Axcfightes, soit can pur the Dwarf Axefig 
under command and bestow its 
Big) Eflcct onthe Dart eve 

though the wall locks, 
line of sight 


Movement While Out of Command 
The Gnoll is out ofcommand, 

Soits'speed is 2 It could move squares to square’A‘and. 
ick the Dwarf Axefighter. It could moves squares 

‘along route B, to getaway from the Elf Archer's 


ranged attack and irom the Dwarf Axefighter 
7 . 7 
Dwarf 


D The other option isto rush the nearest enemy can see. 
Axefighter The Man-at-Arms and the Elf Archer are cach 8 squares away, 
so it can choose which of these two equidistant enemies it 

wishes to rush, Ie moves at up to double its normal speed, and it 

must end up adjacent to one of these creatures 

[asin route C, for example). Itcan even make a 

charge attack ifits route is direct andits path is 


clear [as in route D]. 


‘Man-at-Arms 


Elf Archer 


Ifthe Gnoll had started this turn under command, 


it could moye in any direction, 
including up to squares away from all these enemies. 


limits a creature's options: Irs either really slow or it recklessly 


bat. 


rushes into cor 


coming Under or Out of Command 
Ifa creature starts its turn under command, it moves as though 
under command for its entire turn, even if it winds up moving 


out of command during its turn, Conversely, a creature that starts 


isturn out of command moves as though out of command for its 
sntire turn, even if it becomes under command during its turn. 
ature is subject to a commander's Commander 


Blect whenever it is within 6 squares of that commander, 


whether or not it started its turn under command, 


WHEN COMMANDERS CAN’T COMMAND 
Only active commanders can put other creatures under com: 
mand. A commander who is rout 
helpless can't put any creature under command, not even 


g, stunned, confused, or 


iself, Its Commander Effect also does not function un 


MOVEMENT 


During its turn, a creature can move up to its speed and attack 
ide not 


or attack and then move up to its speed. It can also d 
toattack and instead take a second move, moving up to double 
speed 

Out of Command: A creature that is out of command has its 
ed reduced to 2 unless it rushes the nearest enemy during 
turn (see Command and Movement, above’ 
Diagonals: When moving or counting along 
thefirst diagonal counts as 1 square, the second as 2 squares, the 


third as 1, and so on, as shown in the diagram on this page 
Other Creature: 
pied by an ally, bur it cant end its move in an occupied square 


creature can move through a sp 


ce occu. 


Diagonals 


Ifyoumove or 
count distance 

diagonally, the first 

diagotal counts.as square, 

theSccond counts as v squares, 

the third counts as, the fourth 252, 

si 50 on, [IFié helps, you cai think 

of a diagonal aa distance of 1 /asquates. 


The Gnoll, with aspeed of 6, can move 4 
squares diagonally (counted as 6 squares 
‘of movement] and still attack the 
Man-at-Arms, 


diagonally past 


the corer ofa wall 
Tecosts a Small or 

‘Medi creature only 

Tequares to 

move around 

the corner, while a Large 

creature suchas the Minotaur has to 
use j squares of morcnent co do so. 


Dwarh 
TAschigliter 


‘Accreature'ean move through a space occupied by.an ally; but 
itcan't end its move in’an occupied square, ard it can't charge 

through that square, either. A creature cannot move,through: 
‘aspace occupied by an énemy 


1. A creature cannot 


and it cant charge through that square, 
move through a space occupied by an enem; 
Corners: A creature cant move diagonally past the corner or 


end ofa wall. 


DIFFICULT TERRAIN 
Rubble and other difficult terrain slows movement. It costs 2 
squares to move into a square containing difficult terrain (3 
squares if is a diagonal move). All difficult terrain 
game effect. Difficult terrain, or anything else thar slows move- 
ng 
Large creatures occupy a space 2 squares wide a 
Jong, They pay the extra costs for moving into diffic 


nent, prevents a creature from ch 


d2sq 


if any part of their space moves into a square containing diffi 


cult terrain, 


MINIMUM MOVE 
A creature can always use its turn to move 1 square in any direc 


tion, even diagonally, regardless of how many squares the move 
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Difficult Terrain 


Difficult terrain, such as rubble, 
Uneven caye floors, thick 
undergrowth, and soon, 

slows movement. Each square 
counts as 2 squares 
when'movinginto any 
difficult terrain. Each diagonal 

Sore eee 

[just s two diagonal 
movesnormally do} 


counts as, (This rule doesnit allow a creature to move through Medium creatures have to squeeze, and Large 
creatures cant get through aval, You could also. 
have doorways less than 1 square wide, which 
Small creatures pass through normally 
Medium creatures spend 1 additional 


impassable terrain or to move when all movement is prohibited, 
such as while paralyzed.) 


SQUEEZING 
If you follow the standard terrain setup 
rules, Large creatures will never have to 
eeze into spaces smaller than 
has t-square-wide 
corridors, When playing on ter 
rain youve made yourself, or 
using alt 


square of movement to pass through, and 


Large creatures cant fit through, 


ATTACKS Wed 


The rules for melee attacks and ranged 
attacks are similar. All creatures have a 
melee attack, but only some are able to 


native setup rules, 
you may encounter situations ») 


we i Latge gvearute | 
make ranged attacks 
narrow p 


needs to aqueete through a 
A Lary MELEE ATTA 


aK RY : 
A Large creature can J SSN ht =-LEE ATTACKS 
that sat least half as widess \ ie AS “A nin asquatusdjactnt tothe enemy itivanacking This included 


squeeze throughan opening \ To make a melee attack, a creature must 
YY SQ diagonally adiacent square 
\c \ \ oS Target of Melee Attacks: An attacking creature can 
Hy fax targetany adjacent enemy. Some creatures have the Melee 
into a t-square-wide space, When a Reach special ability, which allows them to attack crea: 
Large creature moves into a narrow \Y } tures that arenttadjac 
XS SS \ \K ‘ a ey 

space, it takes up two squares instead of SS \\ \ \ choose targets freely; they dont have ro attack the 
four. Every square of movement, however \ \, est enemy, as a creature making a ranged attack does. 
s.r 3 squares diagonally). In 


its normal space. For example, 


n Ogre occupies a space that is 
2 squ 


es wide, so it can squi 


to them. These creatures still 


costs double (2.squa 


addition, a creature that's squeezing into a narrow fy Attack Rolls 
space also takes a—4 penalty on attack rolls and a }! / When your creature attacks, you make an attack roll. Roll 1420, 
+ penalty to Armor Class. / add the creatur ack rating, and add any other modifiers 


that apply (5 for the list of melee attack modifiers) 
If the result of an attack roll equals or 


You might even create custom terrain with | 


corridors that are less than a full square wide. the enemy’ 
Armor Class, the attack hits, The attacking creature deals its 


melee damage, which reduces the enemy's hit points, 


In this case, Small creatures can move 


through such a corridor normally, but 


The Minotaur can taka double move anay 
from the Dwarf Fighter by squeezing into the 
F-squareswide corridor. Each square it moves 
counts as 2 squares when squeczing, 


square would cost 2.) 


Minotaur 


Critical Hit: If you roll a natural 20 when 
sardless of modi 


tural 20 
aking an attack roll (a roll of 20 on the die, 
1), the attack automatically hits, no matter how high the 
\der’s AC. A critical hit deals double damage. Some creatures 
reimmune to critical hits and do not take double damage, buta 


2120 still hits automatically 
Natural 1 Is an Automatic Miss: If you roll a natural 1 when 
making an attack roll (a roll of 1 on the die, regardless of modi 


fers), the attack automatically misses, no matter how low the 

efender's AC 

Extra Damage: Some attacks deal extra damage, shown by a 
sigh. For example, the Large Fire Elemental’s melee attack 

lels“10 + 5 fire." Extra damage is not doubled on a critical hit 


jaling Damage and Losing Hit Points 


snacks that hit deal damage which reducesan enemy's hit points 


You can use counters to keep track of dam 
Reduced to Half Hit Points: You dont always have to kill 
‘gemy creatures to win, Sometimesa badly injured creature flees 


batdle, 
When a creature's hit points first drop to half its starting total 


trlower, it must make a morale save to keep from running away. 
See Morale, below; for more information. 

Reduced to 0 Hit Points: When a creature's hit points drop t0 
Qorlower, it is destroyed and removed from the battle grid. 


Special Abilities and Damage 
Sometimes 2 special ability deals damage, or it adds to the 
damage dealt by an attack. See the description of the special abil 


the glossary at the end of this chapter for its effects. 


AITACKS OF OPPORTUNITY 


arens the squares adjacent toit. With a few excep 


n enemy moves out of a square threatened by an active 


Pre Minotaur can also move through 
irspown ally (the Groll], bur cannot 
Enits movement after yor ysquares 

Reeausett isnt allowed to occupy'a square 
Suraining another creature, Instead it has 
Focontifue moving until it passes 

‘the Gnoll, usingall 4/squares 

7 movement. The Minotatir could 

‘move r square toward the Dwarf 
“Axefighter, bur isnot allowed to 
Bquecze past or move through the 
Dwarf Axefighter to the open 

corridor beyond. 


cimmediate melee attack 


creature, the creature can make a s 
against that enemy. This is called an attack of opportunity 

A creature cant make an attack of opportunity against a crea 
ture that has cover relative to it (for example, an adjacent creatute 
against a creature that the attacker 


around the corner of a wall 
such as one with the Invisible special ability) 
mit to the number of attacks of opportuni 


nake only one during a 


"There is no 
creature can make ina round, but it ca 


given creature's turn, 
A creature does not have to make 
when one is available, 


in attack of opportunity 


Timing 
A creature makes an attack of opportun 
enemy's movement. The attack takes p 
about to leave the threatened square, but before it actually 

fer 


y in response to an 


ice when the enemy is 


does. Pause the movement and make the attack; if the 


survives, it continues moving. If creatures from several 
ent warbands are able to make an attack of opportunity, resolve 
attacks in play order (acting player first, then clockwise around 


the table’ 


ATTACKING ALLIED CREATURES 
A creature may not make a melee attack or ranged attack against an 
allied creature 

This restriction doesn't prohibit the use of special abilities and spell 
or affect allies—only melee attacks and ranged 
ur own creature with a spell 


effects that 
attacks. Ifyou happen to destroy or rout 
‘or special ability, your opponents scare victory points, splitting up the 


sain 
HSiwatXs 
G MALAVHD 


Sword of Heironcous 
+ 


Flanking 


Sun Soul 


Tnitiate When making 4 melee attack, s ereature gets a+ flanking bonus on 


the attack ifthe creature being attacked is in a square threatened 


byan enemy on its opposite side or opposite corner, 


When in doubt about whether two creatures flank one between them, 
trace an imaginary line between the two creatures’ centers. 


If this ine passes through opposite borders of the defender's space 
includi 


corners of those borders), then those creatures arc flankingit, 


(Only a creature that threatens the dé enider's square’can help 
an attacker get the flanking bonus. 


Ifacreature takes up more than one square, 


aity square it occupies counts for flanking, 
Miangararms 


Dwarf Axefighter 


Here, the Sword of Heironcous and the Hall 
[stunned] 


‘The Man-at-Arms gets 1 


ig Veteran give cach other flanking bonuses 
Bonus because there's no enemy of the Ore Berserker on the opposite side 
The Sun Soul Initiate doesn’t get the bonus because the Dwarf Axefighter is stunned 


and therefore doesn’t threaten the square that the Orc is in) 


hoose Your Atta ithe end of a wall, that creature does not provoke attacks 
An attack of opportunity isa single melee attack nity when it moves away. (See below for full rules 


amounts or types of damage, it can choose which attack to use for 
its attack of opportur 
A creature cant make an attack of opportunity if it doe 


Flanking, Large Creatures, 
The Dwarf Axcfighter and Man-at Arms Aare flanking 
the Ogre So are the Dwarf Axcfighter and Manat Arms 
Man-at-Arms C, however, isnt flanking the Ogre 


line of sight to the enemy. No attacks c 


gh wi 


The line from its center to the Dwarfs center doesnt pass 
through opposite borders of the Ogre’s space 


When making a melee atta 


attack roll if the creatur 


eing attacked is 
by an enemy on its opposite 

When ind 
between them, 


bt about whether two creatu 


Dwarf Axcfighter 
7" 


defender’ space (including corner 


rreatures are flanking it. 


an attacker get the bonus for 


king. Stunned or h 


tures, for exa 


nt grant bonuses f 


Ifa creature takes up more than one sq 


pies counts for flanking 


Your creature gains a bonus for flanking even 


on the opposite side of the ere 
warband. Ina three-player game 


ManatArmsA — Mfan-at-ArmsB 
er and Melee Comba 


You cant make an attack o 
that has 


Coyer in Melee 


‘Man-at- 


Dwarf ‘Arms 


Axefighter 


Inmelee, a defender has cover if any line from the atta 

space to the defender’s space passes through a wall 

For example, the Orc Berserker has cover against the 

Dwarf Axefighter [and vice versal, The presence of the Gnoll, 
onthe other hand, doesnot provide the Ore Berserker or the 
Man-at-Arms with cover from each other, 


HARGING 
Acreature might be able to charge the nearest enemy. 

To charge, a creature moves at double speed directly toward 
the nearest enemy it can see at the start of its turn. If two or more 


b dwart Axcfighter Charging 


ManatArms, jy 


lois or prctcnts move 
or contins analy the cha 
‘Eno lod. Ath 
the creature make 
hats 


th creature 


: Ore Berserker 


Eventhough the Duaeh 


Charging Blocked 


Th 


rack tie Ow tesuve another} 


Seen carers pac 


Ore 
Berserker 


enemies are equally near, you choose which one your creature 
charges, If nothing slows it down and it moves at least 2 squares 
that creature can make a single melee attack against that enemy 
with 242 bonus on its attack roll 
ature must move to the nearest space from 
attack the nearest enemy. Ifthis space is blocked ot 
occupied, the creature cant charge 
line traced between the creature's startin; 
pace passes through a square that slows or pre 
sins a creature (even anally) the charge is not allowed 
A cceature cant charge ifit starts its turn ina square threatened 
by anenemy 
If anything prevents a creature from charging the nearest 
enemy, it cant charge at all 


FULL ATTACK 
Some creatures are capable of making more than one melee 
attack during a single turn, This fact is noted on a creature's stat 
card (by the notation +12/+12, for example) 

To attack more than once during its turn, a creature must make 
full attack. When a creature makes a full attack, it cant move at 
all during that turn, 

You don't have to decide on the target of all attacks ahead of 
time. You can wait to see the result of the first attack, then make 

k against a different creature if you wish. You can 

n make one attack and then have the creature move rather 

than take the rest of its attacks 


RANGED ATTACKS 
While melee attacks are always against enemies in adjacent squares 
ranged attacks usually target enemies that are farther away 
Nor all creatures can make ranged attacks To make a ranged 
attack, acrearure must have a ranged attack rating on its stat card. 
It must also be able to see its enemy. This is called having line of 


sine 
HSIW2EXS: 
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A Range 


Most ranged a 


Attack’s Range 


can target enemies anywhere on the batt 
grid, provided the attacking creature has line of sight. A few cree 
tures have ranged attacks that can only target an enemy up to 
squares away 


A creature cant make a ranged attack ifit is in a square threat 


The Gnoll gets cover] ened by an enemy. 
[+4 AC] fromthe Ranger 

fits Archer izalso shooting 

into melee; <0 the Gnoll 

iets alothcr Fy horus to AC 

for #total of +8 to ts AC against 

this ranged attack] 


Exceptions: If an attacker has cover in melee relative to zn 


enemy creature (usually because it is around a corner or the 


end of a wall), it can make a ranged attack against tha 


enemy. Usually that enemy will be the nearest enemy, s 


this situation it is possible to make a ranged attack a 


its ranged attack. 
If you're playi 
limit ranged attacks to a range o 


ElEArcher. 


Ses 
ear The Archer : dcvdled tai eneieeon 
rhage adjacent creature. Similarly, if an adjacent enemy creature 

bss oth the Ore cannot see the would-be ranged attacker (usually as a c 

2 and the quence of an invisibility or blindness spel), the attacker ca 
su Goll. i - Ps 
zh 
QO 


g on an exceptionally large battle grid, you ca 


ElfRanger| Gnoll 


squares, 


To determine whether a creature has 
over against a ranged atack, the artacker chooses 

a corer ofa square in its space TF any line from 
this comer fo any prt ofthe defender’ space pases through a square 
‘or border that blocks line of sight or that provides cover, or through 2 


argets of Ranged Attacks 
A creature must make its ranged attack against the nearest 


enemy it can see. This frequently means taking a shot against ap 


enemy that has cover when there is a clear target farther away 


pied by another creature, the defender has cover f 


+4 bonus to AC 


rs move their ranged attackers first to ger cle: 
against the nearest targets, 


Ifthe Gnoll and the Elf Ranger switched places, the Gnoll wouldno 
Jouger have cover against the Elf Archer's shot {though it wuld stil 
get the +4.bonusto AC because the Archer is shooting into melee 


A creature with more than one ranged attack might be able 
attack multiple targets. If its first attack destroys the neares 


enemy or causes that creature to rout, it can make its next attack 


against the next nearest enemy. 


sight to the enemy. The accompanying diagram shows how to Cove 
determine line of sight Creatures and certain terrain features, such as walls, trees, and 


Some spells and special abilities behave like ranged attacks catues, provide cover agsinst ranged attacks. Cover makes i 


and follow the same rule harder to hit an enemy. 


Line of Sigh 
Who Sees Whom linelof sight OK 


Two creatures can see each other if they can’ 
trace at least one unblocked/straight line: 
between any part of one creature’s space to, 
any part of the other creature's space. 
Thisiline is unblocked ifit does not intersect 


Or even touch squares that block line of sight. 
[You'll usually want to try and "see" from the 
corners of your space because they haveithe 
best’angles for fll vision’) 


Elf Arche 


If Or< Berserker 


7 


attacker's chosen corner, 
fa creature'can shoot 

around the corner of a 

wallat io penalty: The Ore 
Berserker hasit0 cover 

against the EIArcher’s 
ranged attack because the 

fit lines from the Flf's 

choseii corner ruri along the 
bordérof tie wall, not through't, 


ElfArchey 


The Elf Archer does have cover against the Ore Berserker, 
but the Ore could still charge 2 squares and attack the Elf 

‘That attack would be across the corner, though, 

so the Elf would get a +4 bonus to AC from cover 


To determine whether a creature has cover from a ra 


attack, the player who controls the attacking creature chooses a 


mer of a square in the attacking creature’ space, If any line 


tnced from this point to any part of the target's space passes 


EifRanger 


a square or border that pro: 
vides cover, the target has cover. 

The target does not have cover if 
the line runs along or merely touc 
the edge of a wall or other square that 
would otherwise provide cover 

Coy rants bonus to the target's 
Armor Class, It's even possible to gain a 
attack, if the 
corner or the end of a wall. The defender has cover if a1 


cover bonus against a mele lefender is around a 


line 
from the attacker's space to the defender's space passes through 


a wall 


Cover, Large Creatures 
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Elf Archer 


ElfArcher Fen Berserker 


Elf Archer 


SX no line of sight 


cs 
GS, 


(Ore Berserker 


x 


Ore Berserker 


ElfArcher 


ElfArcher 


Ore Berserker 


Line of Sight and Cover 


Aline that runs along a wall or that nicks the 
corner of a wall docs not provide line of sight. But ifsome 
Other line does provide line of Sight, a line that runs along 


wall or that nicks a corner also doesnot grant cover. 


When determining lineof sight or cover, don't 


count lines thet run alongwallsor that nick their corners. 


no cover 


no line of sight 


Ore Berserker 


ATTACK MODIFIERS 

Special situations can modify a creature’ attack rolls or affect a 
creatures Armot Cla 
following two tables 


These modifiers are summarized in the 


Wet 5-2: Meee Arrack MoiFiers 
Aitacker charging +2 bonis on attack rol 
Attacker flanking (see diagrams) +2 bonus on attack roll 
Defender stunned =2 penalty to AC 
Defender unable to see attacker! +2 bonus on attack roll 
Defender paralyzed, asleep, or ‘Automatic hit, double 
otherwise helpless damage 
Defender has cover (from a +4 bonus to AC 
corer of a wall, usual) 
‘tacker unable to see defender Defender temporarily has 
the Conceal 11 special 
ability (see glossary) 


Nate 5-3: RANGED Atrack MooiFiers 
Defender in melee? +4 bonus to AC 
Defender has cover +4 bonus to AC 
Defender stunned =2 penalty to AC 
Defender unable to see attacker! +2 bonus on attack roll 
Defender paralyzed, asleep, +4 bonus'on attack roll 

or otherwise helpless normal damage 


1 When 3 creature attacks another creature that does not have line of, 
sight to it, the attacking creature gains a +2 bonus on its attack rol 
2 ifthe target of a ranged attack threatens the square of the 
attacker's ally or Is in a square threatened by the attackers ally, that 
target creature gains @ +4 bonus to AC, (This is slightly different 
‘fom the rules in the roleplaying game.) 


a MORALE 


Damage, and the effects of some special abilities and spells, can 
fare creatures to rout. When a creature routs, it breaks and runs, 
tempting to leave the battlefield 

To determine ifa creature routs, make a morale save. Roll 1420 


sndadd the creature’ level, then compare the result ro the save’ 
DC (morale saves always have a DC of 20), If the 
equls or exceeds the DC, the save succeeds 


{EDUCED TO HALF HIT POINTS 

‘When a creature’ hit points drop to half its starting total, it must 
siceed on a morale save to avoid routing. If a creature has 
sheady made a morale save (successful or not) for being reduced 
iohalf its hit points, it doesrit have to make another one. 


{(OMMAND AND MORALE SAVES. 
day creature that is under command can also add the comman- 
‘Commander rating to its morale save asa bonus, 
ifacreature making a morale save is under the command of 
twoor more commanders, use the highest Commander rating 
Acommander can use its own Commander rating or that of 
seother commander, but not both, 
A commander can always add its Commander Rating to its 
cwnmorale saves, even when its stunned or otherwise unable to 
command other creatures. 


FAILING A MORALE SAVE 
iiacreature fails its morale save, it routs. It immediately moves 
double speed along the quickest path toward its 
doer (the square marked "Exit Corner” on the assembly tile its 
saiband set up on). 


ave result 


rarband’s exit 


Quickest Path 

Move a routing creature along the most efficient path toward its 

xit cornet. This could be a path that is nor straight, as long as it 
gets the routing creature closer to the exit corner than other 
paths do, If an opponent shows you a path that gets the routing 
creature closer to the exit corner, it must take that path, (This 
might mean that it moves past adjacent enemies, which can 
make attacks of opportunity against it.) 

If the routing creatures movement takes it off the battle grid, 
itis eliminated and out of the game. A Large creature occupies 4 
squares; it exits when any one of those squares moves off the 
battle grid 

A routing creature’ goal is to get off the battle grid safely, 1 
does not have to leave by the exit corner itself Ifa routing crea- 
ture is on one of its warband’s “Exit” squares and could move off 
the battle grid using its next square of movement, it does so 
instead of moving closer to the "Exit Cornet" square. 


What Routing Creatures Do 
Routing creatures just run away, They cant attack, cast spells, 
threaten adjacent squares, make attacks of opportunity, grant a 
bonus for flanking, use special abilities thar have to be activated 
or targeted, or put other creatures under command, 

A routing creature’ speed is not reduced for being out of com 
mand, It runs away as fast as it can!) 

A creature that stats its turn routing and does not rally (see 
below) spends its turn moving at double speed 
toward its exit corner, 


Human Blackguard 


Routing Commanders 

A routing commander cannot put another creature under 
command or give another creature a bonus on its morale save. 
A commander's Commander Effect does not function while it 
is routing 

A routing commander an try to rally itself (see below). Itadds 
its own Commander rating to its morale save. Alternatively, a 
routing commander that has line of sight to, or is within 6 
squares of, another allied commander can instead use that eres: 
tures Commander rating. 


‘outing and Attacks of Opportunity 

A routing creature is fleeing heedlessly, without enough con 
trol to avoid enemies. By taking the quickest path to the exit 
corner, routing creatures often move through squares adjacent 
to enemies and thus provoke attacks of opportunity. 

A routing creature that moves out ofa square threatened by an 
enemy provokes an attack of opportunity. However, an enemy 
that has just dealt damage to a creature and caused it to rout 
doesnt also get an attack of opportunity against that routing crea- 
ture that turn, 


RALLYING 


‘A creature that starts its turn routing can rally if itis under 
command. It attempts another morale save to rally. Ifthe save 
succeeds, the creature does nothing else during that turn, but 
it is no longer routing. Ifthe save fails, the creature continues 
to rout, spending its turn moving at double speed toward its 
exit corner. 


SPELLS 


Some creatures can cast spells o help their warband or to devas- 
tate an opponent’ warband. 

On its turn, a creature with the ability to cast spells can cast 
4 single spell instead of attacking. In other words, it can move 
up to its speed and cast spell, or cast a spell and then move 
(Being able to make multiple attacks doesnt leta creature cast 
multiple spells.) 

Unlike ranged attacks, which can only target the nearest 
‘enemy, ranged spells (and special abilities) can target either the 
nearest enemy or the nearest ally. With a touch-range spell, a 
creature can target any adjacent creature, 

‘A creature canit cast a spell ifan enemy threatens a square it 
occupies, 


Exception: Spells that have a range of touch can be cast even 
when an enemy threatens the caster’s square 

When a caster has cover in melee against an adjacent enemy, 
that enemy's presence doesnt keep it from casting spells. (That 
enemy is also likely to be the nearest enemy.) 


GENERAL SPELL EFFECTS 


Most spells that a creature can cast are described on that crea 
wu 


bel 


s stat card using keywords and shorthand terms explained 
low. Spells are listed by level, from lowest to highest. 
A few of the more complicated spells, such as suntmon monster, 
are fully explained in the glossary at the end of this chapter. 
Spell Duration: Damage and Stun effects are instantaneous 
Bonuses and abilities granted by spells, and other spel effects, 
last for the entire skirmish or until some condition described in 
the spell is met. 
Spell Stacking: Different spells thar grant bonuses to the 
same characteristic are usually cumulative. For example, cast 
ing magic weapon (touch; attack +1, ignore DR) and bless (your 


warband; attack +1) on the same creature gives that creatures 
cumulative +2 bonus on attack rolls, 

No creature can benefit from two castings of the same spel 
a second magic weapon spell cast on a creature already affect 
by an earlier casting of the spell does not provide any add 
tional bonus 

pells with the words “greater,” “lessen;" “legion,” “mass ot 
‘swift’ as the first word in their title are simply derived fron 
other spells. Their effects do nor stack with the effects of the 
related varieties, 


READING SPELL DESCRIPTIONS 
Most spells (and some special abilities, such as Breath Weapons 
are described on the stat cards using the following format 


Name [number of uses] (range; radius [ifany} eff 
conditions; save DC [if any}) 


sand 


For example, the Elf Pyromancer can cast one fireball spell. The 
spell entry on its star card looks like this: 


fireball (sight; radius 4; 20 fire damage; DC 15) 
Explanations of each component in a spell description follox 


Number of Uses 

Most spells can be cast a limited number of times in a skirmish 
For many spelleasters, this fact is indicated by a number of check 
boxes (C) after the spell’ name, one box for each time the spell 
can be cast 

Special spelleasters, such as sorcerers and bards, instead 
have a selection of spells they can cast again and again, called 
“sorcerer spells.’ Their stat card instead lists the spells available 
and a separate series of check boxes for each level of spell they 
can cast. The caster can use any spell on its stat card, but each 
casting uses up one check box at the spell’s level. When all the 
check boxes have been used up ata given level, the spelleaste 
cant cast any more spells of that level. (It's okay to use up 
higher-level spell’s bos, if there is one available, to cast a lower 
level spell.) 

Ifa spell can be used any number of times, this fact is indicated 
on the stat card by the phrase “(unlimited uses). 


Range 
A spell’ range indicates how far from the spellcaster the effec 
can occur. There are eight standard ranges. In increasing orderaf 
range, they are: personal, touch, range 6, cone, line, sight, yout 
warband, and any warband. See the glossary at the end of this 
chapter for complete descriptions of these types of ranges 
There are two cone templates printed in the appendix, repre 
senting two ways you can position cone effects. You can photo- 
copy these templates and cut them out. 


Radius 
Some spells affect a roughly circular area on the battle grid 


These spells’ descriptions give the radius of their effect. 
There are two radius templates printed in the appendix. You 


LINE OF SIGHT AND AREA EFFECTS 

Terrain that blocks line of sight blocks area effects, including circles, 
cones, and lines. A square inside an area effect that has no line of sight 
to the origin ofthe effect is not affected by the spell or ability. 


can photocopy these templates and cut them out to help posi- 
tion a spell’ effect. Place the target of the spell inside the 4 
square-wide cutout center of the template. If the target creature 
occupies 1 square, you can arrange the template any way you 
like around the target, so long as it is inside the center and the 
squares of the template align with those on the battle grid. Ifthe 
target is a Large creature, position it completely inside the 
center of the template 

Radius 2: These spells affect all creatures within a 2-square 
radius. 

Radius 4:These powerful spells affect all creatures within a 
square radius 


tifects and Conditions 
This section of spell d 


iption details 


A few of the most common spell. O74f 
dfiects and keywords are discussed 
here. Others are explained in 
note detail in the glossary at the 
ead of this chapter. 

Spells that Don't Affect 
Specific Types of Creatures: 
Some spells don't work 
against certain 
creature types. 
li the nearest 
target happens to be a creature your 
spell cant affect, choose another 
spell or move the caster to a loca- 
ton where you can target the right 
creature type. 

For example, the Hell Hound has 
ihe Immune Fire special ability, so the Elf Pyromancer's ese ire 
nb spell has no effect on it. If the Hell Hound is the nearest 
enemy to the Pyromancer, the Pyromancer cant simply choose to 


ignore it and cast the spell on a different enemy. In order to cast 
lser fre orb with any effect, the Pyromancer has to move so that 
some creature other than the Hell Hound is the nearest enemy. 

Spells that Grant Bonuses: Bonuses that are simple addi- 
tons to a creatures statisties use a "+" sign, For example, bear’ 
indwance (touch; target living creature gains +10 hp) increases 
ihetarget’s hit points by 10. Similarly, magic weapon (touch; attack 

ignore DR) increases a creature’ melee attack rolls and 
ranged attack rolls by 1 

Gains: When a spell gives a creature a new special ability, or the 
elects more complicated than a simple addition to a statis 
the description uses the word “gains” For example, blur (touch; 
inet creature gains Conceal 6) grants its target the Conceal 6 
special ability 

1s Bont: Spells that remove damage from wounded creatures 
cvinerease a creature’ hit points use the expression "hp." 

spells that Deal Damage: Many spells deal damage to enemy 
ceeaturs (or yours, if they're unlucky enough to be caught in the 
diet or youke crazy enough to blast your own creatures), Such 
spellsuse the word “damage” 

Damage-dealing spells may also allow the target to makea save 
‘oreduce their effect (see Save DC, below). 


Save DC 
Some spells allow a save to reduce or avoid their effect. This is 
indicated by a save DC number at the end of the spell’s descrip- 
ton. Eich creature affected by a spell makes a saving throw. 


Roll 1d20 and add the affected creature’ level to the result. If 
the result is equal to or greater than the given Difficulty Class, 
the save is successful. You dont add a Commander rating to the 
result unless irs a morale save. The save DC for spell is usually 
12 + the spell’ level. 
Damage-Dealing Spells: If a creature makes 
its save against a damage-dealing spell, the 
spell deals only half damage to the 


Stanger, rounded down to the nearest 
op I mnultiple of 5. A successful save 
against a spell that deals § points 
“ of damage means the creature 
kes no damage instead 
Other Effects: Unless 
the spell description spec- 
ifies otherwise, a crea 
ture avoids all effects 
Wf. x ofa spell by making 
TMI a successful save 
against it 


ome creatures have special abilities, such as Breath 
that work much the way spells do. The descriptions of thes: 
ities use a similar format and the same keywords as spell descrip- 
tions do. Like a spell, a special ability with a range can target 
either the nearest enemy or the nearest aly. 

Many special abilities allow a creature to use them anytime 
during its turn, and the use doesnit prevent that creature from 
being able to attack during thar turn. If using a special ability 
replaces a creatures attack, this fact is noted in the ability’s 
description. Like attacks, special abilities that speci 
replace a creatures attack can be used only on that creature's turn, 
The glossary at the end of this chapter provides information 
about many special abilities 


TERRAIN, 


The D&D Miniatures Entry Pack contains six feature tiles that add 
several different types of terrain to the battle grid. (These terrain 
tiles are reproduced at the back of this book.) Some rerrain slows 
or blocks movement, or provides obstacles 
rain has special game effects. 

You might be able to obtain different terrain tiles from other 
sources, or even make your own full-scale tactical maps that have 


they 


nd cover. Other ter 


avariety of terrain types: 


TERRAIN TYPES 
Described below ate the terrain types that appear in the appendix 
of this book. You can photocopy these pages and cur them out to 
make terrain tiles. 
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place the arrow slitat an intersection on the battle grid. A crea- 
ture can use that intersection to aim a ranged attack (because 
line of sight for ranged attacks is drawn from a corner). Since 
the arrow slit is so small, a creature adjacent to it get 

bonus to Armor Class for cover instead of +4, and a creature 
cant trace line of sight through the arrow slit unless it is adja 
cent to it, Ir not possible to make a melee attack through an 
arrow slit 


a+8 


Diagonal Wall 
When creating a diagonal wall, don't draw through inters 
on the battle grid. Cutting through intersections diagonally 
ates half-squares thet don't work too well in play, Instead, draw 
the diagonal through points halfway alongadjoining sides of the 
square. Squares that have a corner cut off by a diagonal wall 
count as normal squares. The corners that get cut off don't count 
assquares 


tntangling Vines 
Thick yines creep across the ground, wrapping themselves 
around any creatures that stumble into them, The vines produce 
anatea of difficult terrain that also has an Entangle effect 
DC 13), 


Grease 
A slick, magical substance covers the 
ground, making creatures slip and fall 
‘The area of grease counts as difficult 
ferrain. In addition, every time a crea- 
ture enters a square or squares con- 
uining grease, it must sueceed on a 
DC13 save or stop moving. 


Hallowed Sanctum 
A hallowed sanctum usually has a 
sutue or altar to a good deity in the center, 
Good creatures gain +1 bonus on attack rolls 
and saves while in a hallowed sanctum. 


Healing Stone 
Embedded in the stone floor is a gem that 
heals wounds. Any wounded living crea- 
tue that ends its turn on a square con- 
tining a healing stone heals 5 hit points 
Ahealing stone has a healing capacity of 20 
total hit points, Once that’ used up, ir cant heal 
any more damage until the next skirmish, 


\, 


llusory Terrain 
When first viewed from a distance, this tile displays terrain that 
isanillusion, This illusory terrain affects line of sight normally 
burnot line of effect, You cant see through it or target creatures 
through it, but the illusory terrain won't stop area effects such as 
bung hands, Oncea creature steps onto the tile, all the terrain 
disappears (che creature has seen through the illusion, dispelling 
‘forall other viewers as well) 


low Obstacle 

Low walls altars, and similar objects are collectively referred ro 
These terrain types provide cover, bur they dont 
Hock line of sight. They provide cover only to creatures within 6 
squares of the obstacle, and an attacker can deny the defenders 
bonus for cover if the attacker is closer to the obstacle than the 
defenders. 


slow obstacl 


\ 


occupies one or more squares, such asan altar, 
terrain. [Fits narrow, such asa low 
hen crossing it costs 1 additional 


Ifa low obsta 
treat those squares as difficu 
wall running along a gridline, 
square of movement. As with normal walls, a low wall can be thin 
(running along a gridline) or thick (filling up whole squares). A 
Large creature may end its movement on a narrow obstacle; for 
example, it can straddle a low, thin wall 

Ifa creature iscompletely on a low obstacle, it gains a +1 bonus 
on melee attack rolls for being on higher ground. Ifa Large crea- 
ture is partially on a low obstacle (such as the narrow wall in the 
example above), it gains no benefit for being so positioned. 


Magic Statue 


In the ruins and dungeons where skitmishes take place, some 
statues have lingering magical auras. These statues affect move- 
ment and provide cover like normal statues, but they have addi: 
tional magical effects, (Eor more details on magic statues, se the 
Magic Statues scenario, below) 


Narrow Corridor 


You can create corridors that are only 1 square wide instead of 2 
squares wide, Large creatures have to squeeze through such 
spaces, so this type of terrain makes them less powerful 

You can even make corridors that are narrower 
than 1 square wide, In this case, Small 
creatures can move through them nor 
mally, but Medium creatures have to 
squeeze, and Large creatures canit get 

through arall 


Narrow Doorway 
You can make t-square wide doorways in 


walls, Large creatures have to squeeze to get 
through them. 

3 You can even make doorways that 

are narrower than 1 square. Small 

creatures pass through them nor- 

mally, Medium creatures spend 1 addi 

Herewlf sional square of movement to pass through, 
and Large creatures cant fit through. 


Pit 
A creature that ends its movement on a pit square falls into 
AA the pitandis destroyed. Slow creatures cant jump over pits. 
Reasonably fast creatures can jump over narrow pits but not 
wide ones, Truly fast creatures can jump over even wide pits 
Acreature with a speed of 5 or more can move ontoa pit square 
but then must be able to move immediately onto a square that 
does not contain a pit; it cant stop on the pit square itself (or else 
it falls into the pitand is destroyed). A creature with a speed of 10 
‘or more ean move onto two pit squares in a row during a single 
move but not ontoa third 
Creatures that are moving over a pit cant change direction in 
“mid-jump.” When moving off a pit square, a creature must move 
to a square that farther away from the last square it was on that 
does not contain a pit 
Creatures without the Flight special ability thar ger moved 
onto a pit square by an effect such as Slide or Push/Pull (see the 
glossary at the end of this chapter) can make a DC 20 save if they 
ate adjacent to a square in which they could legally end move 
ment (and the square does not contain a pit). If the save succeeds, 
move the creature to thar square. Failure destroys the creature. 
(Creatures with Flight that get moved onto a pit square by such 
an effect must move off on their next turn 


addy 5 <4 sup] 


Shadow 
Here and there linger the magical remnants of previous battles 

and fortresses, Some areas are perpetually shrouded in magical 

darkness, while walls of pure shadow yet stand in others. 

A square that’ filled with shadow blocks line of sight but not 
line of effect, You cant see through it or target creatures through 
it, bur the shadow won't stop area effects such as burning hands. A 
creature that’s completely in an area of shadow is blinded, which 
slows it down in addition to other effects (see the Blinded entry 
ind of this chapter), and other creatures 


in the glossary 
cant see it 

A thin wall of shadow (one running along a gridline) doesnit 
affect movement, but it does block line of sight. 


pike Stones 

Magical battles twist the fabric of nature as easily as they blast 
warriors into fiery fragments. Lesser warriors should avoid such 
areas or risk perishing before even finding their enemies, 

A square filled with spike stones counts as difficult terrain. In 
addition, every time a creature enters a square or squares con- 
taining spike stones, it takes 5 points of magic damage. 


Stairs 
irs can be freestending (perhaps part of a ruined structure) or 
can connect areas of different elevation, Staits affect move- 
mentas difficult terrain when a creature is ascending. A creature 
on higher ground than its enemy gains a +1 bonus on melee 
attack rolls. 


Teleporter 
Teleporters usually come in pairs. A teleporter is a square that 
immediately transfers a creature to another square (ust 
ally the other teleporter in the pait), A creature that /\ 
moves onto one teleporter instantly appea 
other, and it can then continue moving, 

A teleporter does not transport a creature ifthe corre- |} 
sponding teleporter square is occupied. Ateleporterdoes | 
not transport a Large creature if theres no legal way forit 
to occupy the corresponding tel 
porter space 


on the 
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. ‘S__ rules for setting up and fighting a skirmish battle. For 


Teleporters transport flying and incorporeal creatures normally 
Being teleported does not provoke attacks of opportunity 
You can also use one-way teleporters or even random tele 

porters, which transport toany other teleporter space o even 0 

arandom spot on the battle grid, A teleporter can never transport 

a creature to a space it could normally not occupy. 

See the Teleporter Statues scenario, below, for rules on tele 
porter statues, 


When a creature moves onto a square containing a trap, roll 
1d20. On a roll of 11 or higher, the trap is triggered, and the 
creature must make a DC 15 save. If the save is successful, he 
creature evades the trap, Ifthe save fails, the trap deals 10 poins 
of damage to the creature, typically from a scything blade or 
spring-loaded arrows. A trap has no further effect once it his 
been triggered 

A given creature has only one chance to trigger a trap during 
its turn. You cant send your Kobold Warrior back and forth over 
a trap trying to get the trap to go off (or at least, not more than 
once per turn), 

Incorporeal, burrowing, and flying creatures do not trigger 
most traps, though a specific trap could be designed to affec 
burrowing or flying creatures. You can also create specialized 
traps that deal fire damage, produce a Poison or Paralysis effect 
and so on, 


Unhallowed Sanctum 
An unhallowed sanctum usually has a statue or altar to an evil 
deity in the center. Evil creatures gain a +1 bonus on attack rolls 
and saves while in an unhallowed sanctum, 


Wall of Force 

Like a shadow wall, a wall of force is likely the remnant of some 
previous magical battle or defense. You can see through a wall o 
force but not move through one 

A wall of force is thin, running along a gridline, not thick like 
a L-square-deep stone wall. It blocks line of effect for ranged 
attacks (including spells, breath weapons, and the like), but it 
does not block line of sight. A wall of force blocks movement— 
even for incorporeal creatures. It is a ranged warband’s worst 
nightmare, because the nearest enemy in line of sight can be 
completely protected behind the wall of fore. 


: SCENARIOS ANR 


The Standard scenario (detailed below) sers out the basic 


variety, this section shows you several other types of 
skirmish scenarios. 

Basic Scenarios: These scenarios have different victory 
conditions, special rules, or both. 

Warband-Building Scenarios: In these scenarios, one 
player or all players alter their warbands in some way. 

In general, the process goes like this: First, the players 
decide how many points each warband should have (the 
fault is 100 points), then all players design their war 
bands. Next, the players choose a scenario and set up the 

{pS battle Instead of choosing a scenario, you can roll an 

domly to determine which one you play. Since di 
scenarios favor different warbands, rolling randomly for: 

narios can be more fair than choosing them. 


RANDOM SCENARIOS 

If you want to play a random scenario bur not one that 
requires altering your warband, roll on Table 5-4: Random 
Basic Scenarios. Each scenario is described in detail following 
the rable, 


Thate 5-4: RANDOM Basic SCENARIOS 
player Multiplayer 
e% % 
o1-05 01-05 
06-08 06-08 
on on 


Scenario 
Standard, Score 100 pts. 

Boar Hunt. Vie to bring down a dire boar 
Chambers of Dread, Attacks deal more 
damage, and attack rolls of 20 are lethal. 
Contested Ground, Fight for control of the 
center. 

Eternal Battle, 
to fight again, 
Halls of Decay. Wounded creatures lose hp. 
life Force, Creatures reduced to 0 or -S hp. 
might survive. 

Magic Statues. Statues grant bons! 

Marked for Death, Kill two enemy creatures 
Misty Ruins Line of sight limited to 6 
squates, scattered deployment’ 

‘Moral Victory. Scenario depends on factions. 
Plunder Run, Search the treasure room for 
magic items. 

Prowling Marauder, Owibeat on the loose. 
‘Quick Boon, First warband to 20 pts. scores 
420 pis. 

Quick Strike, Win at 70 pts. (or one enemy 
creature left). 

Random Terrain, Place terrain randomly. 
Reconnaissance in Force, Score points for 
getting off the battle grid’. 

Restless Dead. Zombies tun amok 

Shattered Ruins. Lots of rubble. 

Sparse Ruins. Fewer terrain tiles, 

‘Split Warbands. Two warbands in four 
corners, 

Statue Race. Players race to receive a boon 
from each statue on the battle grid 
‘Stragglers. Each player deploys 1420 points 
of creatures/round. 

Teleporter Statues. Use statues to teleport 
Tide of Battle. Leading warband wins 
initiative. 

97-98 — Vampiric Catacombs, Killers get stronger 
99-100 Warlord’s Tomb, Surrimon a wraith 


16 1s 


w2 16-20 inated creatures retum 
2-24 


5-27 


21-25 
26-28 


28-30 29-3) 
1-3 = 
3436 3234 


739 
40-42 


us 
45-50 


51-60 


61-64 
65-69 


70-73 
176 
1-18 
es) 


4-86 80-84 


7:90 85-89 


91-93 
54-96 


90-92 
93-96 


97-98 
98-100 


1 Reroll if there are no statues among the terrain tiles. 
Maximum of one player per two terrain tiles. 

3 Retollif number of players is other than two or four. 

4 Reroll if there is only one statue among the terrain tiles. 


Sundard Scenario 
Use these rules unless a variant scenario you are using specifies 
atherise 

Number of Players: Any. 

Warbands; The default warband size is 100 points, although 
vatbands of 50 oF 200 points also make for fun battles, In 2 100- 
joint warband, no creature can cost more than 70 points (or 
nore than 30 points ina 50-point game, or more than 140 points 
181 200-point game). 

Terrain Setup: As described under Setup at the start of this 
chapter. 


Vietory: 
the player who eliminates it. Eliminating a creature can mean 
destroying it with your creatures or causing it to rour off the 
battle grid, You win when you have scored victory points eq 

the cost of your own warband, or when all your opponen 

tures are eliminated. 

Eliminating Your Own Creatures:Creatures may not make melee 
attacks or ranged attacks against allies. If you eliminate one of 
your own creatures (by using a spell or special ability that affects 
an area), or if one of your creatures is eliminated through no 


ch creature is worth its cost in victory points to 


action of an enemy (such as a creature routing off the battle grid 
because of the Cowardly ability), your opponents spl the victory 
points for that creature, rounding down. (In a two-player battle, 
your opponent would receive all the victory points) 

Tie-Breaker: If no creature has made an attack roll or saving 
throw for 5 consecutive rounds, the winner is the player with the 
most points from eliminating enemy creatures. Lf players are still 
tied, the winner is the player who has a creature closest to the 
center of the battle grid. (In the unlikely case that players are still 
tied, the player who controls the creature with the highest cost is 
the winner) 


Boar Hunt 
The gods sometimes test their followers, conferring favor on 
those that excel, In this case, they have released three dire 
boars into the ruins, Warbands that draw the beasts’ blood gain 
divine favor. 
Special Rule—Divine Boar: Place a Dire Boar in the center 
of the battle grid after terrain has been ser up. This Dire Boar (and 
others that follow it) has the Fearless special ability in addition to 
its normal abilities, Ar the end of each round, after all other crea 
tures have been activated, players roll dice. The winner activates 
the Dire Boar at that time as if the Boar were a member of his or 
her warband 
Arthe end of a round in which the first or second divine Dire 
Boar has been eliminated, and afterall other creatures have been 
activated, randomly choose a terrain tile on the battle grid, The 
player with the fewest victory points places 2 new Dire Boar on 
that terrain tile, Then determine which player controls during 
the current round by rolling dice as normal, with the winner acti 
vating the newly arrived Dire Boar immediately 
The battle ends when the third Dire Boar is eliminated. 
Victory: Each player earns victory points equal to the points 
of damage his or her creatures dealt tall three of the Dire Boars 
roy the Boar does not 
count. A player also earns the Dire Boar's cost in victory points 
(23) ifhis or her creature destroys the Boar. A player loses points 
for healing the Boar, equal to the number of hit points of heal- 
ing granted 

Players score no victory points for killing enemy creatures, but 
they may find it expedient to do so anyway 

Variant: If players agree beforehand, use any dire animal 
miniature that costs at least 20 points instead of the Dire Boar. 


Damage in excess of thar needed to de 


Chambers of Dread 
Whispers of death and destruction murmur through these ancient 
ruins, Here, even the mighty can fall to a single sword stroke 
Special Rule—Bonus Damage: All creatures deal an addi 
tional 5 points of damage on any melee or ranged attack. 
Special Rule—Instant Kill: Any attack roll that is a natural 
20 destroys the target outright. This is true even if the attac 
couldnt normally deal damage to the defender (for instanc 
of Damage Reduction or an attack that is negated by the 
special ability). 


Contested Ground 
In this scenario, warbands vie to hold a strategically important 


piece of terrain. 

Victory: The first feature tile placed on the battle grid must 
cover the center of the battle grid, (You can arrange this terrain 
tile any way you like, as long as it covers the center square and is 
legally placed.) Beginning on the filth round, victory goes to the 
first player who both begins and ends a round as the only player 
whose creatures occupy that ci 

The creatures t! 


ntral terrain tile 


rend the round on the terrain tile dont have 
to be the same creatures that started the round there. You still 


enemy creatures occupy the terrain tile during # 
round, so longas they're gone at the end of the round, 


ternal Battle 
The whims of the gods sometimes sweep mortal warriors into 
bartles in which they fight, die, and rise to fight again, In this sce 
nario (casually known as “Death-o-Rama’), eliminated creatures 
return to play on the next round at a random location 

Special Rule—Resurrection: Creatures eliminated from the 
battle score points for the player who eliminated them, then 
return to the battle grid at the start of the next round. 

Before a new round begins, each creature eliminated in the 
previous round returns to play: If more than one player has crea 
tures that are due to be resurrected at the start of a round, the 
player with the highest victory point total resurrects creatures 
first, followed by the player with the second highest total, and so 
on, If there is a tie for victory points, randomly determine who 
resurrects creatures first 

To resurrect a creature, randomly pick a terrain tile. Then place 
your creature on that terrain tile. You may be able to place your 
creature adjacent to one or more enemies If the chosen terrain 
tile does not have enough room for your creature, randomly pick 
a different tile. 

Routing: Routing creatures are resurrected at the start of the 
round after they exit the battle grid, 

Special Abilities and Spells: Resurrected creatures reenter play 
with all the special abilities, spells, and statistics on their stat 
cards (or otherwise possessed, in the case of a campaign). They 
lose any benefits previously granted by spells (except for those 

“any warband 

Victory: Victory goes to the first player to eliminate 150 
points of enemy creatures. If your warbands aren't built with 
100 points, victory goes to the player who eliminates enemy 


with a range of ‘your warband 


creatures worth 150% of his or her own warband’s cost. 


Halls of Decay 
In these malignant ruins, life and hope slip away. Even golems 
and undead are subject to the pull of decay. 
Special Rule—Deeay; At the start of each round, roll 120 
for 


ach wounded creature, On a roll of 11 o¢ higher, the crea 
immed Victory points for 
creatures eliminated by this damage are split up among oppo- 
nents, as usual 


ly takes 5 points of dam 


Life Force 
Just as some ruins are perm 

iv and protect those within 

Special Rule—Resilience: When a creature is reduced to 0 

or hit points, roll 1d20, On a roll of 11 or higher, the creature 

instead survives and now has § hit points, Creatures reduced to 
10 hit points or below are destroyed, as usual 


ed by malignant energy, others sus 


Magic Statues 
The statues in the dungeon grant magical gifts to creatures th 
invoke their powers, 

Special Rule—Statue Gifts: Each statue on the battle gril 
can bestow a magical gift on a single creature from each compet 
ing warband. No warband has access to a statue's power wntli 


has eliminated at least one enemy creature. 
Once your warband has access to a statue's power, any cree 
hat does not have the Difficult 20 ability can attempt w 
invoke the power of a statue that has not yet given your warband 
a gift. To receive a statue's gift, a creature must be adjacent to that 
statue, take a standard action (replacing its attacks) to invoke the 
statue's powers, and succeed on a DC 13 save. (A creatute tht 
ends its turn adjacent to more than one magic stare chooses 
only one.) 

Failure has no effect unless you roll a natural 1, in which cae 
the creature takes 5 points of damage. Ifthe save succeeds, rllon 
the table below for a random gift, Any bonus bestowed affects 
that creature for the rest of the skirmish, 

Your warband can receive only one gift from any given statue 
However, the same statue can still grant a gift to each opposing 
warband. Different warbands are likely to get different gifts from 
the same statu 


Macic Statue Girts 


1420 Statue Effect 

1 Heal all damage (reroll if not wounded) 
23 Speed +2 

as AC+2 

615 Attack +2 

16-18 Melee and ranged damage +5 

19-20 Faction-specific gift (see below) 
Faction-Specifc Gifts 


On this result, the creature gets a powerful gift that depends on the 
faction of its warband, as follows. 

LG: AC +4. 

CG: Speed +4: Tactics. Activating this creature doesn't count 
against your limit of two creatures per phase, Thus, you can activate 
another creature during the turn you receive this gif, if you wish, 

rack +4, 
CCE: Melee and ranged damage +10. 


Marked for Death 
This scenario hinges on elimin: 
Victory: Before starting play, both players line up their war 
bands where they can be seen. Both of you secretly write down 
the name of a creature in your w 


ng key members of the oppo 


band and one in your oppo: 
nents warband, Then you simul 
creatures you have chosen, 

To win, you must eliminate both the enemy creature you 
chose and the enemy creature your opponent chose. Ifyou both 
chose the same creature, you only have to ¢liminat 
towin 

If your warband has multiple miniatures ofa creature that’ 
‘marked for death,” you must indicate which one of them you 
1 both name the same kind of 
creature, only the one you specified is marked for death, For 
example, if you have two Half-Ore Assassins in your warband 

nd you and your opponent each choose “Half-Ore Assassin; 
then you have to specify which one of them is marked, and 
the one to be eliminated is known to both of you throughout 
the skirmish 


neously reveal the names ofthe 


chose. If you and your oppone 


Misty Ruins 
Preternatural fog blankets the dungeon. Enemies stumble halfway 
others patrols before recognizing the danger 
hands do not set upas usual on their assembly tiles 
but instead in smaller groups scattered on random terrain tiles 
In a two-player battle, each player places one-third of his or 
her warband at a time in 3 rounds of deployment (round frac- 
tions down until the final round). In a three- or four-player 
tattle, each places one-half of his or her warband at a time in 2 
rounds of deployment. 


During a player's deployment round, he or she selects the 


appropriate number of creatures and then randomly selects a 
terrain tile that does not already contain miniatures, The crea- 
tures are placed on that terrain ti 

Routing creatures still must move toward the exit corner of 
their warband’s assembly tile. 

Special Rule—Fog: Line of sight is limited to 6 squares. 
(Creatures with Blindsight can see normally.) Line of effect, how- 
‘ser, extends through the fog normally. For example, a wizard 
cant target a creature 7 squares away with a lightning bolt, but the 
spel’ effect still extends to the full 12 squares 

Special Rule—Scouts and Wandering Monsters: Ignore 
these special abilities during deployment 


Noral Victory 
The way warbands fight each other depends on their alignments 

Special Rule—Concession (Good against Good): When 
two good warbands fight, combatants concede when they are 
injured rather than fighting to the death, Any creature that drops 
tohalf its hit points or lower retreats (retreating works exactly 
lkerouting, except that creatures with the Fearless ability retreat 
100) Retreating enemies do not provoke attacks of opportunity 
and retreating creatures cant rally—they just hustle out of the 
vay and off the battle grid, Creatures with the Difficult 20 abil- 
iy, however, cant retreat. They can still rout normally, though, 
and commanders can tally them. 

Victory: Use the rules for the Standard scenario, with the fol- 
lowing modifications depending on the alignments of the com 
geting warbands 

Good against Good: Each player scores full victory points for 
enemy creatures that his or her creatures force to retreat or 
rout off the battle grid. However, destroyed enemies are worth 
only half their cost in victory points The exception is creatures 
vith the Difficult 20 special ability. Since they don't retreat, 
there no disgrace in killing them, and they are worth full vic- 
tory points. 

Goad against Evil: Use the rules forthe Standard scenario, with 
soadjustment to point value, Both sides are out for blood. 

ful against Evil: You win by eliminating all enemy command- 
«rs The commanders of each warband are just as happy to con: 
querand enslave the enemy warband as to massacre it. If two ot 
nore warbands’ commanders are eliminated simultaneously, 
determine the winner as in the Standard scenario. 


funder Run 
loot the treasure room in the center of the dungeon before your 
tnemies find all the good stuff. 

Setup: Each player starts with one fewer featut 
crshe would ordinarily have. 

Jefore rolling for terrain initiative, set up two Treasure Room 
ilesin the center of the battle grid. Place them adjacent to each 
arher in the exact center of the board, lengthwise, so thar the 
chorway on the long side of each tilematches the long-side door- 
snyon the other tile 


tile than he 


Special Rule—Treasure: Any Humanoid or Monstrous 
Humanoid creature, or any commander, on a Treasure Room 
tile can search for a treasure by forgoing its attacks during its 
turn, Roll 1420; On an unmodified roll of 16 or higher, the 
creature has found a magic item, Roll on Table 5-6: Random 
Magic Items to determine the treasure, That creature pos 
sesses the magic item for the rest of the battle but cannor give 
it to other members of its warband. (In campaigns, magic 
items gained from the Treasure Room go away at the end of 
the battle.) 


Prowling Marauder 
A rampaging owlbear isa boon to the lucky commanderand ruin 
to others 

Special Rule—Owlbear Marauder: Place an Owlbear in the 
center of the battle grid after terrain has been set up. At the end 
of each round, afterall other creatures have been activated, play- 
ers roll dice. The winner activates the Owlbear at that time as if 
the Owlbear were a member of his or her warband. If the Owl- 
bear routs, it heads fora random exit corner, 

Victory: Use the rules for the Standard scenario, Points for 
creatures eliminated by the Owlbear are split up among oppo: 
nents, as normal. Eliminating the Owlbear scores no points 

Variants: Ifplayers agree beforehand, use any high-cost Animal 
or Magical Beast with Difficult 20 instead of an Owlbear, 

For more fun, especially in multiplayer battles, use two or 
more marauders. The player who rolls highest in the first set of 
rolls picks one marauding creature and activates it before players 
roll dice for the next, and so on. 


Quick Boon 
This scenario rewards the warband that strikes quickly. 
Victory: Use the rules for the Standard scenario, but the first 
player to score 20 victory points immediately gets 20 additional 
vietory points 


Quick Strike 

‘This scenario rewards early success, benefiting players who fight 
hard instead of hanging back 

Victory: If you are playing with 100-point warbands, you win 
by eliminating enemy creatures whose toral cost is 70 points 
oF more 

Ifyou arent playing with 100-point warbands, you win when 
you have eliminated enemies whose total cost is equal to 70% of 
your warband point cost. For example, if your warband is worth 
80 points and your opponent's is worth 110, you win if you elim: 
inate 56 points’ worth of creatures, while your opponent has to 
eliminate 77 points’ worth of creatures, 

Regardless of the total cost of the warbands in this scenario, 
you win immediately ifeach of your opponents has no more than 
one creature left on the battlefield. 


Random Terrain 
Sometimes warbands cantt choose where to fight. 

Setup: After placing assembly tiles, turn the rest of all the 
players’ terrain tiles face down, mix them up, and spread them 
more or less evenly across the battle grid. Keep a 2-square gap 
between any two terrain tiles and between tiles and the edges of 
the battle grid. (Leave out tiles that dont fit) Then turn them all 
face up to discover the battlefield you're fighting for. 


Reconnaissance in Force 
You dont always have to kill your enemies to win. This scenario 
also rewards conservation of your forces, 


Victory: You win when you have scored victory points equal 
to the cost of your own warband. You score victory points both 
for the cast of enemies you eliminate and for the cost of your own 
creatures that move off the battle grid through the exit squares 
directly opposite your entry corner: 


Restless Dead 
‘ometimes the dead are nor content to wait for you to join them, 
Special Rule—Roaming Zombies: After setting up tertain 
and before placing creatures, place one Zombie on each feature 
tile. Treat all these Zombies as Difficult, but with no rating (that 
is, they can never be put under command). Any player may acti 
vate any of these roaming Zombies as if it were a member of his 
or her own warband, No roaming Zombie can be activated twice 
in a round, but different playe ate the same roaming 
Zombie in successive rounds. 
Roaming Zombies always treat one another as allies; they rush 
and attack only the nearest creature controlled by a player other 
than the one activating them, 


Turned roaming Zombies rout toward the nearest exit corner. 
They cant be rallied, since they're always out of command, 

Victory: Points for creatures eliminated by roaming Zombies 
are splic up among opponents, as normal, Eliminating roaming 
Zombies scores no points. 

Variant: Instead of using Zombies from the Harbinger set, use 
Troglodyte Zombies (from the same set) or more powerful zom- 
bies of your own d 
tical cre 


ign or from other sets. Ir’ easiest to use iden- 
ures, but if players agree, you can mix and match. 


Shattered Ruins 
The past glory of the dungeon has been reduced to rubble, which 
now litters the place, Archers prefer to stage their ambushes 
here, where enemies are slow to close the distance, 
Setup: All squares on the battle grid that arenit part ofa terrain 
tile are considered to be difficult terrain. 


Sparse Ruins 
Dungeons and catacombs are sometimes less densely built up 
than normal. 

Terrain Setup: Ina two-player skirmish (ora four-playerskir- 
ish on a double-size battle grid), each player places only two 
feature tiles (in addition to the assembly tile) instead of three. In 
a skirmish with three players or with five or more players, each 
player places only a single feature tile instead of two. 


Split Warbands 
The warbands have become split up in the dungeon, They meet 
in battle as they reassemble. 

Setup: Each player places two assembly tiles and two feature 
tiles (instead of one assembly tile and three feature tiles). Your 
two assembly tiles are in opposite corners 

Warbands: Each player divides his or her warband into two 
aroups, splitting the creatures up as evenly as possible. One half 
ofthe warband sets up on one assembly tileand the other half on 
the otherassembly tile, Inall other respects, treat the two groups 
as asingle warband 


Statue Race 
Warbands race to rece 
dungeon 
Setup: Each player that does not havea Statue Room among his 
or her feature tiles may swap a Statue Room in for another tile. 
Special Rule—Statue Gifts: Use the rules for Statue Gifts 
from the Magic Statues scenario earlier in this section, 


magical gifts from the statues in the 


Victory: If one warband has received a gift from all statues 
before 10 rounds have passed, that warband wins immediately 
Otherwise, ar the end of 10 rounds, the warband whose creatures 
received gifts from the most statues is the winner. If pl 
tied, use the tiebreaker rules from the Standard scenario. 


Stragglers 
The warbands are scattered through the ruins. Individual mem 
bers called by the sound of battle, straggle in one ata time, hoping 
thar they can keep the enemy from seizing the objective. 

Setup: The skirmish starts with no creatures deployed. In 
addition, the first feature tile placed must cover the center ofthe 
battle grid. Ir can be oriented in any legal position as long ast 
covers the center square. 

Special Rule—Stragglers: At the beginning of each round 
before rolling for initiative, one player rolls 120. The resultof 
that roll is the number of points of creatures (stragglers) tha | 
each player can bring in during the upcoming round, After 
seeing the result, players secretly determine which of theit 
creatures they plan to bring in this round. Then they reveal the 
creatures simultaneously. 

Starting with the player who has the highest current victor 
point total, each player places his or her stragglers on that war 
band’s assembly tile. If there is no room for a creature on the 
assembly tile, the creature cant be placed. Its points accumulate 
for use on future rounds, as described below. 

You cant stall. Ifyou dont spend all your points on bringing in 
creatures, you must apply them toward one other creature in the 
warband. If you start a round with points already applied t0 3 
creature, you must continue to spend points exclusively on that 
creature until i joins the battle. For example, if you roll 12 on the 
first round, you can bring in an &-point creature and spend the 
next 4 points on a 23-point creature. The next 19 points you gain 
mustall be spent on the 23-point creature, 

frer all players have placed their newly arriving creatures 

roll for initiative and complete the rest of the round normally 

As normal for creatures that enter the battle during play, spells 
that target "your warband" or “any warband” affect them 
the spells were cast before they arrive 

Victory: Beginning on the fifth round, victory goes to the first 
player who both begins and ends a round as the only player 
whose creatures occupy the central terrain tle 

The creatures that end the round on the terrain tile dont have 
to be the same creatures that started the round there, You stil 
win even if enemy creatures occupy the terrain tile during the 
round, so long as they're gone at the end of the round. 


evenif 


Teleporter Statues 

Magic statues in the dungeon let combatants teleport from place 
to place. 

Setup: There must be at least two statues on the battle grid 
Each player that does not have a Statue Room among his or her 
feature tiles may swap a Statue Room in for another ti 

Special Rule—Teleporter Statues: Statues on the battle 
grid act as teleporters accessible to all warbands, beginning at 
the start of the second round. Unlike in the Magic Statues sce 
nario, a warband does not need to eliminate an enemy to use 
the statues, nor does a creature need to succeed on a save 
There is no limit to how many times a given warband can use 
a teleporter statue 

‘Asa move action, once per turn a creature that is under com 
mand and adjacent to a teleporter statue can move instantly to 
a legal position adjacent to any other statue. This movement 
does not provoke attacks of opportunity. A creature that starts 


ew space and 
that moves 


its turn adjacent to a statue could teleport to 
then attack, cast a spell, or move again, A crearu 
tw a square adjacent to a statue could then teleport, but that 
would end its rurn 

An incorporeal or flying creature can teleport to a space that’s 
legal o stop in, provided it can then move toa legal space on the 
same turn. 


Tide of Battle 
In this scenario, the warband that is winning the skirmish uses 
its impetus to even greater advantage. 

Special Rule—Impetus: Whichever warband has scored the 
nnost victory points automatically wins initiative. If players are 
tied in victory points (such as at the beginning of a skirmish), the 
tied players roll for initiative normally. 


Yampiric Catacombs 
Among the tombs of the undead, power flows from those who 
die o those who kill 
Special Rule—Vampiric Boon: The first time a creature 
destroysan enemy creature, it gainsa +1 bonus on all attack rolls 
and saves anda 45 bonus on damage rolls for melee attacks and 
ringed attacks for the rest of the skirmish, Killing additional 
creatures provides no further benefit. 


jalord’s Tomb 
Avarband with unmolested access to the tomb of a mighty war- 
lord can summon the warlords spirit to fight with it 
Terrain Setup: In addition to normal terrain, place a Shrine 
in the center of the battle grid. (Roll dice to see which player 


laces it.) 

Special Rule—Haunted Tomb: Starting on the second 
round of the battle, a Wraith joins the warband of the first player 
who both begins and ends a round as the only player whose crea- 
tures occupy the Shrine tile, The creature that ends the round on 
the terrain tile doesnt have to be the same creature that started 
he ound there. You still get the Wraith even if enemy creatures 
«ccupy the terrain tile during the round, so long as they're gone 
atthe end of the round. 
The Wraith joins your warband even if your faction isn't 
Lawful Evil Starting on the following round, you activate itas a 
rormal member of your warband. 

Victory: Use the rules for the Standard scenario. However, the 
Wath does not score points for the player who eliminates it, nor 
toes it increase the number of points a player needs to win, 


WARBAND-BUILDING SCENARIOS 


The following scenarios call on one or both play 


adjust their 
saubands or even create new ones from scratch. They take more 
yeeparation than basic scenarios, and they're not perfect for cam. 
ppign play, However, they're great for players who want to chal- 
lege themselves and one another strategically 


Choose one of the scenarios listed in Table 5-5: Random War 
band-Building Scenarios, or roll randomly. Before rolling, all 
players should have a standard 100-point warband ready. All of 
arios assume Standard rules unless otherwise speci- 
h scenario is described in detail following the table 


TABLE 5—5: RANDOM WARBAND-BUILDING SCENARIOS 


2player Multiplayer 
4% d% Scenario 

01-20 01-20 Out ofthe Box, Open an Expansion Pack 
and play that as your warband using the 
Standard scenario. 

21-25 21-30 Design Challenge. Random warband size 
and creature restrictions, 

26-30 31-45 Divine Guardians. Gain 40 pts, of outsiders 
and heroes. 

31-40 46-60 Double Battle. Double-strength warbands. 

41-50 ‘61-75. Four by Four. Four skirmishes with four 
different warbands. 

31-60 — Lethal Attrition. 100-pt. warband against two 
60-pt. warbands. 

61-70 76-90 Reinforcements. 5O extra pts. of creatures 
join the battle underway. 

71-80 — Strike Team, 75-pt, warband built from 
scratch against 100-pt, warband, 

81-90 91-100 Three-Part Mayhem, Three skirmishes, with 
50-pt,, 100-pt., and 200-pt. warbands. 

91-100 — Twin Gauntlet, Get runners through the 


battlefield. 


Out of the Box 
‘When playing with miniatures right out of the box, ignore war 
band faction restrictions. Just play with whatever you get! 

‘Warbands: Each player opens one sealed D&D Miniatures 
Expansion Pack and plays with all the miniatures inside. 

‘There are no warband factions in an Out of the Box scenario. 
Use the faction of the individual creature for purposes of special 
abilities such as Smite Evil. Ifa creature can belong to multiple 
factions, use the following lis. 

—LG/CG: The creature counts as good but is neither lawful 
nor chaotic 

—LG/LE: The creature counts as lawful but is neither good 
nor evil 

-CG/CE: The creature counts as chaotic but is neither good 
nor evil 

—LE/CE: The creature counts as evil but is neither lawful 
nor chaotic. 

—Any; The creature is neither good nor evil, nor is it lawful 
or chaotic. 

Victory: 


in the Standard scenario, you win when you have 
scored victory points equal to the cost of your own warband, or 
when all opponents’ creatures are eliminated, Since players'crea 


tures will probably add up to different point torals, those with 


SCENARIO-SPECIFIC CREATURES 
When you invent your own scenarios that depend on specific crea: 
sits, youl need to define two details 

Routing: When a creature routs, it normally heads toward its exit 
sumer fa scenario includes specific creatures, you need to know 
here they'll out to (fatal), For example, the Zombies inthe Restless 
Dead scenario don't belong to any warband, so the scenario specifies 
that they move toward the nearest ext corner. 


—— = 


Points: Ifa creature is nota regular part of a warband, the scenario 
needs to specify who gains the points that it scores and who scores the 
points for eliminating it, For example, the Wrath in the Watlord's 
‘Tomb scenario can join a player's warband but does not score victory 
points for the opponent who eliminates it, nor does it affect the 
number of points needed for its warband to win. 


— 


less expensive warbands ean win without 
‘opponents’ creatures, 

Alternative Viclory Conditions: The victory conditions for the 
Quick Strike scenario work well for making Out of the Box 
battles more fair to players who open boxes containing we 
creatures, The 


iminating all their 


er 
enatios Marked for Death and Eternal Buttle also 
play well as Out of the Box battles. (See those scenario descrip- 
tions earlier in this chapter for details) 


Design Challenge 

This scenario highlights challenging rules for warband co 
struction, Different creatures become more or less valuable in 
your warband, and you have to adjust your warband-building 
strategies to match the scenarios random special limits 

Warbands: Each player selects faction. Then one player rolls 
1d20 and refers to the table below to randomly determine the 
number of points in each warband and the maximum or mi 
mum cast of any single creature in any warband, For example, 
the result of the roll is 7, then all players create 100-point 
bands, and no single ereature can cast more than 35 points. Ifthe 
result is 13, then all players create 50-point warbands, and no 
single creature can cost less than 8 points. 


1620 ‘Creature Cost Warband Size 
{in points) {in points) 
1 Upto 1s 50 
2 Up to 15 100 
3 Up t020 50 
4 Up to 20 100 
5 Upto25 100 
6 Up to 30 100 
7 Upto35 100 
8 Up to 35 200 
3 Upto 40 200 
10 Up to 50 200 
n Atleast 5 50 
2 At least 5 100 
B Atleast 8 50 
4 Atleast 10 100 
1s At least 15 100 
16 Atleast 20 100 
v7 Atleast 30 100 
8 At least 30 200 
19 Atleast 40 200 
20 Atleast 50 200 


Divine Guardians 
The deities and other mighty beings of the Outer Planes send 
champions to aid the warbands that they favor. 

‘Warbands: Each player adds up to 40 points of Outsiders and 
characters (Unique creatures) to his or her warband, Determine 
these additional creatures secretly. You are allowed to exceed the 
normal twelve-creature limit when adding these additional crea- 
tures, They count as normal members of the warband and must 
be able to fight for its faction, 


Double Battle 
For pivotal batles, warlords recruit extra troops and commanders 
Warbands: Players double their predesigned warbands so 
that each now has wwice as many of each original creature. (You 


are allowed to exceed the normal twelve-creature limit) If a 
warband contains a Unique creature, instead match it with 
another creature that costs the same ot less (rather than with a 
twin of itself), 

Victory: If you are playing with 200-point warbands (after 


doubling), you win by eliminating enemy creatures whose toul 
cost is 140 points or more. 

If you are playing with warbands that are not 200 points ex | 
(after doubling), y 


1 win when you have eliminated enemis 
whose total cost is equal to 70% of your warband’s point cost. Ft 
example, if your warband is worth 160 points and your opp 
nent’ is worth 140, you win ifyou eliminate 112 points' worthef 
creatures, while your opponent only has to eliminate 98 poins’ 
worth of creatures. 

Regardless of the total cost of the warbands in this scenaria 
ately ifeach of your opponents has no more than 
one creature left on the battlefield, 


Four by Four 
Test your mastery of tactics by going into battle with warbands 
from each of the four factions. 

Warbands: Each player constructs four 100-point warbands 
one from each faction, You wont play two warbands at the sime 
time, so your warbands can share creatures. (If you have a single 
Azer Raider miniature, for example, it can belong to both your 

jul Good and Lawful Evil warbands,) 
Scenario: Roll a random basic scenario on Table 54. Each 
er secretly chooses one warband out of the four to play for 


Finish that battle, then put those warbands aside and roll fora 
second basic scenario. Each player secretly choosesa second war 
band from the three that havent yet seen action, 
Afier the second skirmish, play a third and a fourth the sume 
way, so that each player uses each of his or her warbands once 
Victory: The player with the most victories out of the four bat 
tles is the winner. If there isa tie, the scenario is 2 draw, 


Lethal Attrition 
Can one bigger warband survive against two smaller warbands) 
Warbands: Randomly determine which player designs a new 
10o-point warband. The other player creates two separate 60-point 
warbands, These two warbunds can be of different factions. 
Scenario: Randomly determine which of the two 60-point 
warbands fights in the first skirmish, Play the Standard sce 
nario, except that you win only by eliminating your opponents 
entire warband 
Rematch: Lf the 100-point warband wins (and it should), then 
play a second Standard scenario using the second 60-point w: 
band against the survivors of the 100-point warband. Paralys 
Stun, and all other temporaty effects end when the first skirmish 


ends (if they are not ended sooner), but effects that normally at 
until the end ofa skirmish, such as Poison, continue until the end 
of the second skirmish. 

Victory: The player with the 100-point warband must elimi: 
nate both 60-point warbands to win. The player with the 60-point 
warbands wins by eliminating the 100-point warband. 


Reinforcements 
Partway through the battle, mote troops arrive 

Warbands: Each player looks ar the other players’ precon- 
structed warbands. Then ezch secretly constructs a “partial ws 
band" of up to six creatures totaling no more than 50 points. Keep 
these reinforcements secret until you deploy them. 

Special Rule—Reinforcements: At the end of each round 
roll 1d20and note the result, adding it tothe “reinforcement total 
When that total reaches 50 or higher, all reinforcements deploy 3 
the start of the next round, Starting with the player who has the 
most victory points and in descending victory point order, each 
player places reinforcements on his or her own assembly tle, You 


«an deploy reinforcements next to enemy 
creatures, Once all reinforcements are 
we the round as nor 

st player to 


assembled, conti 
Victory: The winner is the 
‘core 150 points by eliminating creatures. 


ike Team 
A rival has dispatched a lean, specialized warband intent on 
bringing down the enemy. This strike team needs to exploit the 


turget warband’s weakness to win. The target warband can win by 
countering the attacker’ tactics. 

Warbands: One player uses his or her preconstructed war 
tund. The other constructs 2 warband knowing the makeup of 
ihe enemy warband but spending only 75 points (or 75% of the 
{ist warbands cost, if i's not 100 points). 

Victory: You win by eliminating your opponent's entire war- 
band 


Tvee-Part Mayhem 
Askattles become fiercer, warlords call for reinforcements. 

Warbands: Construct 50-point warbands with up to nine crea 
seach 

Scenario: Fight a random basic scenario determined by 
olling on Table $4 

Rematch: After the first skirmish is over, each player adds crea 
tues to his or her warband to bring it up to 100 points, with up 
toawelve creatures. Each player may drop one creature from his 
orher original 50-point warband to remove a weak link or make 


wom for other creatures, but the rest of the original warband has 
tobe in the second warband as well. 

Fight a second random basic scenatio, then build your war 
hands up to 200 points each (maximum of eighteen creatures 
Agiin, you can drop a single creature from your 100-point war 
fund before adding new creatures. Play a third random basic sce 


nario with your 200-point warbands. 
Victory: Whoever wins two our of three contests is the winner 
{fro one wins two skirmishes, the scenario ends in a draw 


Ivin Gauntlet 

Get your “runners” past the enemy and prevent enemy runners 
fiom getting past you 

Warbands: In addition to your regular warband, add six “run: 
ves" creatures costing up to 3 points each. Runners may not 
hive the Difficult ability. Your warband can exceed the normal 
tvelve-creature limit. 


Mark or otherwise indicate the runners, Dont let them get 

confused with other similar creatures in your warband that 
arent runners 

You and your opponent should hav 

equal size. If the warbands arenit built with 100 


rarbands of 


points of creatures, then you each get one 
runner per 15 points 

Special Rule— Open-Ended Battle Grid: 
Both players set up warbands as usual on the 
assembly tiles, bur the short edges of the battle grid 
are considered 10 be open instead of walls. 
Walls and impassable terrain cannot be 
placed within 2 squares of these open 
edges. (If either pl 
assembly tile with the s 
use thei respective right-hand corners of the battle grid 
Routing creatures move toward the near 
est square on their warband's side of the battle grid, then exit 
straight off, instead of having to run to their exit corner 
Victory: Each player tries to move his or her runners off 
the opponent's end of the battle grid, Whoever exits the 
most runners is the wi 

Note: If you and your friends have the right miniatures 
handy, this makes a good scenario to add to Table 54: Random 
Basic Scenarios (adjusting the percentage chances accordingly). 


TEAM SCENARIOS 
With four players, you can play team battles. You and your team: 
mate work together to defeat the other team, 

With six players, you can play two teams of three or three 
teams of two. Irs possible to play team battles with eight play 
‘ers or more, but four is the most common number, and the 
most manageable. 

Each team keeps one victory point total, The score needed to 
win is based on the total cost of both warbands in the team. (For 
‘example, in the Quick Strike scenario, your team wins if it elim: 
inates enemy creatures totaling 70% of your combined war: 


er is using the 


both must 


ue 


as entry corners. 


bands cost. 

Teammates generally sit across from each other, so that you have 
an opponent to your right and to your left. That way, two warbands 
ifter the other. 


on the same team dont take turns one ri 
Most two-player scenarios work fine for team battles 


Good against Evil 
Here's a scenario that requires exactly four players, playing as 
teams, to pull off 

‘Warbands: Each player constructs a 100-point warband of a dif 
ferent faction: one Lawful Good, one Chaotic Good, one Lawful 
Evil, and one Chaotic Evil. Additionally, each warband has 100 

start the battle in reserve. 


vents thi 


forcet 


points of preselected rei 

‘Teams: The two players with good warbands are teammates, as 
are the two players with evil warbands. 

Special Rule—Double Reinforcements: At 
round, roll 2420 and note the result, adding it to the “ret 
ment total” When that total reaches 100 or higher, all re 
ments deploy at the start of the next round. Starting with either 
player from the team that has the most victory points and going 
around the table to the left, each player places reinforcements on 
his or her own assembly tile. You can deploy reinforcements next 
ents are assembled, con: 


nd of each 


‘Once all reinforce 


to enemy creature 
tinue the round as normal 

Victory: The winning team is the one that first scores 400 
points. (That is, the team that eliminates both enemy warkands, 
including all their reinforcements 


= 
ES 
= 


CHALLENGE SKIRMISHES 


Just as @ Dungeon Master in a roleplaying campaign sets up an 
adventure and then challenges players to take it on, you can set 
upa ‘challenge skirmish’ and then invite your friends to fight it 
Typically, you define all the aspects of the challenge except the 
challenger’s warband. You construct the opposing war- 
band, choose the terrain and how to place it, and decide 
on the setup rules, victory conditions, and any special 
rules for the scenario 
Challenge skirmishes focus less on who wins than 
standard head-to-head battles do, Rather, they are oppor 
tunities to try new things with your miniatures. Ifa 
challenge skirmish is to0 hard or too easy (so that 
it’s not challenging for both players), then adjust 
the scenario until its a close batle 


ample Challenge Skirmish: 

lackguard’s Dungeon 

Ablackguard leadsa pack of hell hounds in a monster 

filled dungeon. The challenger leads a warb: 

through the dungeon to destroy the blackguard 

before it can call in more creatures from Hell. 
Warbands: The blackguard player has 

one Human Blackguard (46 points) 

and three Hell Hounds (10 points 

each). 


In addition, there are 30 
points! worth of neutral and evil 
“wandering monsters" spread out across the battle grid. (Cre 
tures that fight only with a good faction are not allowed.) The 
wandering monsters activate as part of the blackguard player's 
warband but are treated as having Difficult 20, (They're not really 
working for the Human Blackguard, they're just taking the 
opportunity to attack intruders.) 

The challenger builds a standard 100-point warband. 

Alternatively, both players can “bid’ to be the challenger. Who- 
ever is willing to build the challengers warband with fewer 
points gets to do so. For example, you think you can take on the 
Blackguard and its cronies with 90 points, while your opponent 
doesnt want to bid lower than 95 points. You get to be the chal- 
Jenger, but you must construct a 90-point warband instead of a 
100-point one 

tup: Place the Shrine tile at one end of the battle grid. Six 

other terrain tiles are spread across the battle grid, The challenger 


Titus, by D. Hanley 


Wied Elf Skirmisher 


places an assembly tile in cither corner at the opposite end ofthe 
grid from the Shrine tile 

The blackguard player places the Human Blackguar! 
and Hell Hounds on the Shrine tile. The chil 

lenger places the wandering monstersca 
y the six other terrain tiles but not on hs 
or her own assembly tile, Divide wandering 
monstersas evenly as possibly over the six er 


rain tiles, (You cant have three creatures of 
‘one tile, for example, if you have only one 
on another tile.) 
The exit comer opposite the 
J) challenger’s assembly tile is the 
blackguard warband’ exit. Dost 
place tiles in such a way that wals 
Hlock any of the five exit squares 
Infernal Assistance: Ar the begin 
ning of the fourth round, and exch 
round after that, if the Human Black 
guard is on the sacred circle 
Lawful Evil Outsider creature may appest 


\ on the sacred circle with it. Roll d’% and com 


i} 


a random, 


sult the table below, 

There must be an open square within the 
sacred circle for the creature to appear in. If none is available 
the creature does not appear on that round but “waits” until s 
square is open at the start ofa later round, If, at the beginning 
ofa subsequent round, there are more creatures available t 

appear than there are open squares, the blackguard player 
chooses which ones 


g 


ppear. 
% Lawful Evil Outsider 
01-20 Nothing. 

21-30 Azer Raider 

31-70, Hell Hound 

71-90 ——_Barghest 

91-100 Bearded Devil 


Balancing: If you need to balance the scenario one way ot 
another, you can change what creatures are wandering monsters 
You can even add good wandering monsters, such as Crested 
Felldrakes, that the challenger activates but that count as having 
Difficult 20 (ust like the neutral and evil wandering monster) 


SQUAD RULES 

IF you want to fight skirmishes with more creatures on the battle grid, 
you can use the following simple squad rules. Squad rules allow you 
to activate a group of creatures at one time, giving an advantage to 
Creatures that are individually weak but that work together mare effec: 
tively, All players need to agree ahead of time to use squad rules. 
When using squads, play with larger warbands (try 200 points and up 
to twenty-four creatures), 


ACTIVATING A SQUAD 

When a creature activates, up to five other creatures with the same 
name may also activate. All these activated creatures constitute a 
squad, Each such creature must be within 2 squares of another crea- 
ture in the squad. You determine which creatures are going to activate 
a part of the squad, then activate them one at a time normally. This 
rule allows you to activate up to a dozen creatures (two squads of six) 
in one phase instezd of just two creatures. 


All creatures that can activate as part of a squad do so. If more 
than six creatures could qualify as part of the squad, you determine 
Which six count. 

Command and Squads: Ifthe original activating creature starts its 
turn under command or out of command, all other members of that 
squad are likewise under command or out of command, respective, 
when they activate, Thus, squad members can act under command 
even if they wouldn't be under command normally when activating 

‘Squads Not a Unit: A squad doesn’t necessarily move and act as a 
group, the way a unit does in mass battles (see Chapter 6 of this boot) 
The squad members activate in the same phase but can take different 
actions. Being “in a squad” just means having the ability to activate in 
the same phase as nearby creatures of the same kind. The squad 
doesn't have any identity other than when its members are activating 
Two creatures can activate as part of squad in one round and activate 
separately in the next round, 


Victory: The challenger wins by eliminating the Human 
Alackguard. The blackguard player wins by eliminating the chal- 
lenger’s entire warband. 


THE SKIRMISH CAMPAIGN 


in addition to playing individual skirmishes, you can play 
extended campaigns. In a campaign, players fight a series of skir- 
nishes, and the warbands and their leaders grow in power until 
one player claims final victory. 

jenerally speaking, you'll want atleast four regular players for 
enjoyable campaign. Irs nota problem for new players to join 
campaign in progress 


SETTING UP THE CAMPAIGN 
tefore playing your first battle in the campaign, choose how it 
will be structured. 


Step |: Length 
Tefore battles begin, you need to decide how many points youll 
be playing to: 100, 140, oF 180, (Try a shorter campaign at first.) 


Campaign Type Target Score 
Quick 100 
Major 140 
frie 180 


All players in any campaign start with a score of 50, As play 
continues, winners’ scores rise and losers’ scores drop (see Vie- 
tory and Loss, later in this section), Campaign play continues 

eds the campaigns target 
he top two players 


untilone player's score equals or ex 
score (100, 140, or 180), Ar that point, 
square off in a final scenario, The winner of that skirmish wins 
the campaign. 

If more than two players reach or exceed the target scoreat the 
same time, the top two fight the final skirmish, If three or more 
players are tied for the top score, they play the final scenario as a 
multiplayer skirmish, 

For example, Jess is playing in a quick campaign. After win- 
ning seven skirmishes and losing four, he becomes the first 
player to reach a score of 100. That triggers the final skirmish 
against the second-ranked player—winner takes all 


Step 2: Warlords 
‘Once youve confirmed the starting group of players, each player 
chooses a specific commander with a cost of up to 25 points t0 
serve as the player’ warlord, This warlord appears in every ski 
mish, while the regular creatures come and go, 


Step 3: Warbands 
Each player designs a 50-point warband that includes his or her 
warlord and four terain tiles, 

No “Upstaging” Warlord: Your warband cant include any 
commanders with a higher Commander rating than your war- 
lord. The warband, afterall, is under that warlords command 


CAMPAIGN BASICS 

is 4 summary of the steps in setting up and playing a skiemish 
campaign. Each of these steps is explained in more detail in the 
xcompanying text. 


SETTING UP THE CAMPAIGN 

|, Group defines campaign length. Each player starts with a score 
50 

{Quick First player to 100 points wins 

Major: First player to 140 points wins 

fic: First player to 180 points wins. 


2 Each player chooses a commander with a cost of up to 25 points 
tpseve as warlord 


4 ach player creates an initial warband with 50 points of creatures 
ing the warlord. 

No creature can have a higher Commander rating than the warlord, 
ch player selects four terrain tiles. 


PAYING A ROUND, 
1 Players pair off. 
Isiys.2nd, 3rd vs. 4th, and so on, 
Handicap: 10 points of creatures per 15 difference in scores. 


Lach pair rolls to determine a scenario, 
4.Winner's score increases by 10 (or by 15 in three-player campaign). 
Hier receives random magic item, 


loser's score decreases by 5, Loser may receive random magic item. 


ATER AROUND 


|.Awarlord that wins and survives advances 1 level 


‘A warlord that wins but dies, or one that loses, returns without a 
gain, 


2. Players reconfigure warbands. 

Make changes before determining next opponent. 

Assign magic items. 

All warbands increase to 100 points when any player's score 
reaches 75. 

All warbands increase to 200 points when any playé 
reaches 125. 


’s score 


3. Return to “Playing a Round” and continue until one player wins 
the campaign. 


TWO- AND THREE-PLAYER CAMPAIGNS 

If there are only two players in the campaign, you'll obviously be play: 
ing the same opponent over and over, You can still et a lot of variety 
in your battles, though, since you freely reconfigure your warband 
between stirmishes, and the scenarios offer very diffrent challenges 
Both players should reconfigure their warbands secretly to keep the 
‘nature of the enemy unknown. Consider playing only a quick campaign 
(to. score of 100) so that it wil finish earlier, letting you start over with 
completely different warbands. You also have the option of switching 
to a new warlord during the campaign (see Reconfigure Warbands, 
later in this section), which can be especially important to keep options 
‘open with only two players. 

A threeplayer campaign is like a two-player campaign, except that 
the battles are three-player skirmishes. The last battle, however, is 
between only the two top-ranked players. Alternatively, you can play 
tworplayer skirmishes, arranging to meet and play in pairs rather than 
bringing all three players together at the same time. 
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PLAYING A ROUND 
A campaign consists of an indefinite number of rounds 
During each round, everyone plays an opponent. / 
Pleyinga souls Sueur ha onyoneiees SoReal 
chance to play the same number of battles. 


Step |: Pairing 

For the first round, players can pair off in 
any agreeable fashion. In subsequent 
rounds, pairing is based on scores. The 


two top-ranked players play each other, as 
do the third and fourth, fifth and sixth, 

and so on. If there are tied scores, the tied \ 
players roll randomly to see who plays | \ 


whom. Two players who were matched up 
‘on the previous round, however, cannot 
play each other again until each has played 
someone else 

For example, Jim, Jess, Evan, and Patrick have gotten together 
for campaign play. After each has played the first round of the 
campaign, they are ranked as follows. 


Player Score 
jim 90 
Patrick x0 
Evan 75 
Jess 60 


In the next round, Jim and Patrick will play each other in one 
skirmish, while Evan and Jess play in another. If the players 
remain in this order after another round of play, im would play 
Evan in the following round (because he cant play Patrick twice 
ina row, and Evan has the next highest score), while Patrick 
would square off against Jess 

fF two opponentsscores are 15 or more points 
apart, the player with the lower score gets support troops as a 
handicap. For every 15 points by which one opponent's score 
exceeds the other's the one with the lowerscore gets 10 points of 
support troops, Support troops are not counted when determin- 
ing how many creatures can be in your warband, nor do they 
score victory poinis for enemies who eliminate them. Support 
troops cannot be commanders. You may not reconfigure your 
warband when you add the support troops, The 10 points are 
spent separately on creatures, and those creatures leave your 
band after the battle is over. 

Three-Player Skirmishes: If the campaign has an odd 
number of players, the three lowestranking players play athree- 
player skirmish, The wo lower-ranked players may get support 
troops.as a handicap, based on the score of the top-ranked player 
in the skirmish. 

Good against Good: Some groups prefer not to have two 
good warbands fight each other. Following this policy, how: 
ever, can skew your campaign unless you balance things care 
fully. For instance, it benefits the more experienced players if 
they're both playing good warbands and dont have to play 
cach other. The easiest solution is just to let any warband fight 
any other 


Step 2: Determine Scenario 
‘One member of each group of competing players rolls 1420 and 
consults fable 5~t: Random Basic Scenarios to determine which 
scenario they will play 


Large Monstrous Spider 
Step 3: Victory and Loss 
After a battle, the victor gains 
ground and the loses falls back 
Magic Item Destruction 


Each player picks a single magic 
item that was carried by a destroyed (but not routed) cresturt 
belonging to the player on his or her left and rolls 1d20. Onaral 
of 16 or higher, that magic item is destroyed. 
Score Changes: Each battle won increases a player's score by 
10 and each battle lost decreases it by 5, (In the unlikely eventaf 
a draw, neither player's score changes) 
Three-Player Skirmishes: The winner's score increases by 15 
Each loser's score decreases by 5. 
Warband Increases: In addition to determining the find 
mpaign battle, pla 
one’ warbands, Play starts with sO-point warbands (see Setting up 
the Campaign, above), Once any pla 
one’s warband size inc 


8’ scores also determine the size of even | 


1's score reaches 75, ever 
es to 100 points, Similarly, once any 
player reaches a score of 125, everyone's warband size incteasesta 
200 points. Warbands do not drop down again in size even ifthe 
top player's score falls below 75 or 1 

Gaining Magic Items: The winner of each battle gains: | 
random magic item (see Magic Items for more information 
Each loser also has a 50% chance to gain a random magic item 
In the event of a draw, each player has a 50% chance to gaint 
magic item. 


AFTER A ROUND 
Warbands can change between rounds, Once the players have 
updated their warbands, the next round can begin. 


Step I: Warlord Advancement 
Lf you win a scenario with your warlord alive and on the batle 
grid, itartainsa new level in the warlord prestige class. (This very 
simplified prestige class is presented here instead of ir Chapter 
1: Characters because it applies only to skirmish campaigns) A 
warlord that is destroyed or that flees the battle does not advance 
in level, even if you win the scenario, 

A warlord can never lose a level for any reason. If it is routed 
or destroyed, it returns at full strength before the next bate 
Each level of the warlord prestige class provides the follo 

benefits 
—level +4 
—melee attack +4 


—ranged attack (ifany) +4 
+5 hp. 

—an additional +5 hp oan additional use of a spell your war- 
lord can already cast, 

Warlords that aren't spelleasters simply gain attack +1 and +10 
peach level, Spellcasters can choose whether they want +10 hp, 
or +5 hp and another use of one of their existing spells. 

y wo levels your warlord gains in the warlord prestige 


Fore’ 
class, its Commander rating increases by 1. 


vep 2: Reconfigure Warbands 
Berween skirmishes, players can change their warbands as 
much as they like, but they must use a warlord in every skir- 
nish, They may also change their terrain tile choices between 
skirmishes, 

Changing Your Warlord: Between skirmishes, you can place 
your warband under a different warlord, This new warlord 
suarts with no levels in the warlord prestige class, even if your 
previous warlord had advanced in level. Changing warlords 
reduces your score by 5, just as if you had lost one extra skir- 
| nish, Your warband also loses all magic items that it accumu- 
lated under its former warlord. You can choose a warlord of a 
| liferent faction to replace your previous warlord. You can bring 
| previous warlord back into play ina later scenario. In such a 
| case, the warlord comes back into play with no levels in the 
warlord prestige class. 


leassigning Magic Items 
ween skirmishes, you can reassign magic items. Each magic 
sm sassigned toa particular creatute, following certain restric- 
tions (see Assigning Magic Items, below), A creature may have 
nore than one magic item, but bonuses from magic items of the 
sume type dont stack 

Ifyou remove a creature from a warhand, you can reassign its 
nagic items to other creatures, 


pC MAGIC ITEMS: 


Satiered throughout the ruins and dungeons that warlords fight 
over are the remnants of mighty baitles of the past. Warbands 
sien find magic items of various kinds on their incursions into 
these areas, 

Ina campaign, a warband that wins a skirmish gets a random 
nagic item and one that loses has a 50% chance to get a random 
sgic item, 


MAGIC ITEM EFFECTS 
Some magic items grant bonuses to a creature’ statistics or spe- 
calability ratings. These bonuses are cumulative with other such 
tonuses (although bonuses from magic items of the sme type 
dont stack). For example, a creature can have magic armor that 
gantsa +1 bonus to AC and a ring that grants a 42 bonus ta AC, 
iora total bonus of +3. The benefit of a magic item that grants a 
special ability does not stack with the benefit of an existing spe- 
calability, For example, a creature with the Hide special ability 
puns no additional benefit from drinking a potion that grants 
the Hide special ability, 

Many magic items duplicate the effects of special abilities or 
galls. The effects of potions are like the effects of spells. Just as 
tbe bonuses from two identical spells arent cumulative, the 
bonuses from two identical potions (or from a potion and a spell 
vith an identical effect) aren't cumulative 

Certain other magic items duplicate spells, using a spell’ name 
intheir description, The benefit of a magic item whose eff 


specifically duplicates those ofa spell is not cumulative with the 
benefit of that spell. The +2 bonus to AC from an amulet of natu 
ral armor, for example, specifically grants the wearer the equi 
lent ofthe barkskin spell. Therefore, this bonus is not cumulative 
‘with the same bonus granted by barksk 


Assigning Magic Items 
When your warband gains a magic item, you assign it to a crea- 
ture in the warband. You can reconfigure your warband before 
assigning magic items to creatures 

In the miniatures rules, there are limits to which creatures 
can use which items, These limits are stricter than the limits in 
the roleplaying rules because they're intended to simplify the 
changes to your creatures, To find out what items a creature is 
using, look at the roleplaying statistics on the stat card. 

Assigning Armor: You can assign magic armor only toa crea- 
ture that is already wearing armor. The armor is assumed to be 
the sume type as the armor that the creature is already wearing, 
so itdoes not affect speed and it changes Armor Class only by the 
amount of its enhancement bonus. 

Assigning Shields: You can assign @ magic shield only to a 
exeature that is already using a shield. The shield is assumed to be 
the same type as the one that creature already has, so it changes 
Armor Class only by the amount of its enhancement bonus. (An: 
‘mated shies are an exception; see Table 5-8, Even so, you cant 
assign an animated shield tan arcane spelleaster.) 

Assigning Weapons: You can assign a magic weapon only to 
a creature that is already wielding a weapon. When you do so, 
decide which weapon is being replaced by a magical version. (A 
creature cannor be assigned a ranged weapon if it does not have 
a ranged attack) A creature cannot have more magic weapons 
than the number of weapons it started with. The magical benefits 
apply only ro attacks with the magic weapon. When a combatant 
‘with wo weapons makes more than one attack, at least one attack 
must be made by each weapon (so if only one weapon is magic, 
at least one attack must be with a nonmagical weapon), 

Assigning Scrolls: You can assign a scroll only to a spell 
caster. 

Assigning Potions, Rings, and Wondrous Items: In gen: 
eral, any creature can use these items, If theitem has to be act: 
vated (such asa ring of invisibility or a necklace of fireballs), only 
a creature with an Intelligence score of 3 or higher can use it 
Drinking a potion is like casting a personal-range spell. Acti- 
vating a ring ora wondrous item replaces the creature’ attacks 
for the round, Many rings and wondrous items, however, dont 
need to be activated at all, Incorporeal creatures cant use 
magic items. 

Reassigning Magic Items: Betw 
magic items from one creature to another. Certain m, 
may change their nature when you reassign them, For example, 
if you transfer magic armor from a Sword of Heironeous 10 
Jozan, Cleric of Pelor, it changes fom full plate to scale mail 

The armor isnt actually transforming; instead the warband, 

cin town” between battles, is trading in one set of magic 

armor for another set.) 

Magic Items Worn and Carried: A crea 
carrya number of different magic items, as outlined in the fol 
lowing list. (The list assumes a creature with a humanoid- 
shaped body; creatures of other sorts may not have the 
requisite body shape or extremities to take advantage of all 
these kinds of items. For example, a Hyena cannot use a pair of 
gloves.) Table 5-12: Wondrous Items gives the “body slor 
taken up by a wondrous item ifits name does not identify w 
kind of item itis. 


n battles, you can reassign 
jc items 


ure can wear or 


Mus. by D, Hanley 


Bearded Devil 


One helmet 
One amulet 
One shirt or vest 
One 
magic armor 
(armor-wearing 


creatures only) 

One shield (shield-using creatures only) 

One magic melee weapon (or two, fora wielder of two weapons) 
One magic ranged weapon (ifcreature can make ranged attacks) 
One belt 

One cloak 

One pair of gauntlets, bracers, or gloves 

Two rings 

One pair of boots 


Any number of potions and scrolls, or other items not listed 
above 


Random Magic Items 
When you win a skirmish, roll randomly to see what type of 
magic item you recover: Table 5-6: Random Magic Items directs 
you to one of six other tables, each of which you roll on fo: 
specific magic item, A warband that loses a scenario has a 5 
chance of gaining a random magic item 


Taste 5-6: RANDOM Macic ITEMS 
d% Magic Item 


os ‘Armor (Table 5-8) 
16-25 Shield (Table 5-9) 

26-45 Weapon (Table 5-10) 
46-60 Potion (Table 5-11) 

61-70 Ring (Table 5-12) 

71-85 Scroll 

86-100 Wondrous item (Table 5-13) 


Magic Armor and Shields 
Magic armor or a magic shield provides a bonus to the wearer's 
Armor Class and sometimes grants an additional bene 


is well. 


Taste 57: Macic ARMOR 


d% Armor Type ‘AC Bonus Additional Benefit 


01-25. +1 armor a= | 
26-40 +2 armor SDs 
41-50 Charging +1 Powerful Charge +5! | 
51-60 Command $1 $1.Commander rating | 
(ifany) | 
61-65 Lionheart +1 Fearless 
66-70 Shadow 4 Hide 
7-75 Spell resistance +1 Spell Resistance 
76-79 Acid resistance +1 Resist 10 Acid 
80-83 Cold resistance +1 Resist 10 Cold 
84-87 Electricity resistance +1 —_—Resist 10 Electricity 
88-91 Fire resistance +1 Resist 10 Fire 
92-95 Sonic resistance +1 Resist 10 Sonic 
96-97 +3 armor es 
98-99 Invulnerabilty +) ORS 
100 Etherealness +1 Incorporeal while 
moving) | 


1 Stazcks with the benefit of Powerful Charge if the creature already 
hhas that special ability | 


Taste 5-8: Macic SHieLos 
49% Shield Type 


1-25 +1 shield 

26-40 +2shield 

41-80 Lion's shield +2 Additional melee 
attack at highest 
rating O99 
(5 damage) 

51-60 Arrow deflection +) Defect Arrows (+4 AC 
against ranged 
attacks) 

61-70 Spined shield +1 Gain ranged attack 
+(#] 399 (5 damage): 
[#] = level (rot 
cumulative with 
existing ranged 
attacks 

N75 +3 shield Bo 

76-73 Acid resistance +1 Resist 10/Acid 

80-83 Cold resistance +1 Resist 10 Cold | 

84-87 Electricity resistance. © +1——_—=Resist 10 Electricity 

88-91 Fire resistance +1 Resist 10 Fire 

92-95 Sonic resistance +1 Resist 10 Sonic 

96-98 Animated 41/4341 AC ifaleeady using 
a shield; +3 AC ifnot 
using a shield? 

99-100 Winged shield 43 Gain F8 speed in 


addition to other 

speed ratings 
1 Can be assigned to a creature with no shield only if that creature s 
proficient with shields as a class feature or creature trait and does 
not cast arcane spells, 


Magic Weapons 


Magic weapons provide a bonus on attack rolls and sometimes 
grantan additional effect as well. 

Magic Damage: Damage dealt by a magic weapon is magic 
damage. It therefore ignores Damage Reduction, Some magic 
weapons deal extra energy damage as well (see below’) 

Extra Damage: Extra damage, such as the additional 5 points 
of fire damage from a flaming weapon, is not doubled when the 
base damage is doubled, such as on a critical hit. 

Thrown Weapon: If a creature wields a thrown weapon, it 
may be assigned a magic ranged weapon, The benefit of the 


weapon, however, applies only to the first ranged attack the crea 
ture makes in each skirmish, 


nae S~9: Macic WeaPons 


Attack 
4% Weapon Bonus Type’ Effect 

01-25 +1 weapon +1 MR 

26-40 +2weopon +2 M,R 

M42 +3weapon 43 MRO — 

43-47 Flaming +1. M, R__ Damage +5 fire 

48-52 Frost +1 M,R_ Damage +5 cold 

53-57 Shock +1 MR Damage #5 electricity 

58-62 Keen? +1 M_— Score critical hit on 
natural 19 oF 20 

63 Speed +1 M,R- Additional attack at 
highest rating 

94-68 —Anarchic +1. M, R__ Damage +10 against 
lawful creatures! 

8-73 Axiomatic ~— +1, R__ Damage +10 against 
chaotic creatures 

1-18 Holy +1 M/R_ Damage +10 against 
evil creatures* 

73-83 Unholy +1 M,R- Damage +10 against 
good creatures* 

Y485 Ghost touch +1 M_—_Atacks Incorporeal 
creatures as if wielder 
had Incorporeat ability 

86-90 Feorbust +1 M,R_ Ona natural 20, creature 
struck must make 3 
morale save 

51-95 Poraytic © +1«S« MR. On a natural 20, creature 

burst struck is paralyzed (save 
DC 17 negates) 

96-100 Deadly +1 MR Sneak Attack (ifany) 

precision damage +10 


1 Me melee, = ranged. 
2 Piercing or slashing weapon ony 

| Does not stack with other effects that grant extra attacks 
«Stacks withthe benefit ofthe Smite ability, any. 


ions 
lotions are spells stored in liquid form. Creatures drink potions 
iogain magical effects, 

Drinking a Potion: Drinking a potion replaces a creature's 
stacks for its urn, 

Potion Effects: Some potions duplicate spell effects and are 
umned for those spells. In this case, a creature that drinks the 
jation 
Other porions hav 


ins the effect as if someone had cast that spell on it 


scribed effects. These effects last until the 
tnd of the skirmish, 


‘ave 5-10: PoTions 


d% Potion Effect 

1-10 Bear's endurance Living creature gains 
HOhp 

1-20 Blur Conceal 6 

230 Cat's grace +2 AC, ranged 
attack +2 

31-50 Cure light wounds Heal 5 hp 

51:70 Cure moderate wounds Heal 10 hp. 

71-80 Major resistance Save +3 

1-85. Protection from energy (fre) Immune Fire 

16-90 Resist energy (fire) Resist 10 Fire 

1-100 Shield of faith 42 AC 


Rings 
Rings provide continuous magical benefits to those who wear 
them. Most rings grant an effect; rings of protection improve a crea 
ture’s Armor Class. 


Tate 5-11: Rincs 
45 Ring 
01-05 Energy resistance, minor (acid) 


Effect 
Resist 10 Acid 


06-10 Energy resistance, minor (cold) Resist 10 Cold 
11-15 Energy resistance, minor Resist 10 Electricity, 
(electricity) 

16-20 Energy resistance, minor (fire) Resist 10 Fire 

21-25 Energy resistance, minor (sonic) Resist 10 Sonic 

31-35 Chameleon power Hide 

36-65 Protection 4200 

66-80 Force shield’ +2 AC, only if not 
using a shield 

81-90. Invisibility Invisible until 


‘wearer attacks 
(unlimited uses) 
Gain magic missile 
33 (sight 

5 damage) 

1 Only a creature with Intelligence 3 or higher can wear this ring. 


91-100 Spell storing’ 


Scrolls 
Scrolls contain the power of spells, and only a spellcaster can 
release this power. Once a scroll is used, it's gone and can never 
be used again 

For each scroll a spellcaster has, that spellcaster can cast one 
copy of a spell it already knows. Define which spells the scrolls 
contain before a skirmish starts. (You can redefine which spell a 
scroll contains between skirmishes, which represents the spell: 
caster trading one scroll in for another. 

For example, if your Cleric of Gruumsh has scroll, you decide 

whether it allows the Cleric 


spdeas9 baveny 


SA to cast an extra doom, 
Gor Afi y flict moderate wounds, 
AX 


P%, orbear's endurance spel 


Wondrous Items 
© Wondrous items have 
varied magic effects 
Most of them grant 
the user a continu 


Taste 5-12: Wonprous ITEMS 


Body 
456 item Slot’ effect 

01-04 Amulet of fortune Reroll one save per 

prevailing battle 

05-08 Amulet of health As bear's endurance 
(living creature gains 
+10hp) 

09-12 Amulet of natural armor As barkskin (+2 AC) 

13-14 Bog of tricks — Once per skirmish, 
replaces attacks 
Place a Wolf adjacent 
to the creature. 

The Wolf is part of 
your warband (cost 0) 

15-18 Belt of one mighty blow Smite +5. 

19-21 Boots of big stepping Gain dimension door 
(self place wearer 
in any space it can see 
at least part of) 

22-24 Boots of charging Powerful Charge +5 

25-27 Boots of striding Speed +2 


and springing 
28 Boots, winged Gain F8 speed in 
addition to other 
speed ratings 

Ranged attack +2 with 
a bow (not crossbow) 


29° Bracers of archery, 
greater 


30-33 Bracers of orchery, lesser Ranged attack +1 with 
a bow (not crossbow) 
34-37 Brovers of armor ‘As mage armor (+4 
AC), only if rot 
wearing armor 
38-41 Bracers of quick strike 1s snake's suifiness 
(may make 
immediate attack) 
42 Brooch of shielding A Immune magic misile 
43-46 Cicet of blasting, H Gain searing light 
‘minor (sight; 10 damage, or 


20 damage to undead) 


———— SKIRMISH GLOSSARY 


This glossary explains game terms, as well as keywords that 
appear on star cards, It also contains detailed information on 
certain special abilities that are too complex to explain on the 
stat cards. 


GUIDELINES TO READING ENTRIES 
This glossary uses a few shorthand terms. 

[#l: This symbol represents a variable numerical value. For 
example,the "Conceal [# entry describes the Conceal ability but 
assigns no particular number to it. A given creature has a specific 
Conceal rating, such as Conceal 6 

CAPITALS: A capitalized word, such as “CREATURE” or 
ENERGY,’ stands for a variable entry. For example, "Immune 
ENERGY” means that the creature takes no damage from a given 
type of energy bur does not specify the energy type. A Large Fire 
Elemental, for example, has Immune Fite. 

O: Many special abilities and spells (and even some attacks) 
can only be used a limited number of times during a skirmish, In 
such cases, each available use is represented by an empry box. 
Mark off one box (or keep a record in some other way) each time 
the ability or spell is used. Ifa limited-use ability requires a sue- 
cessful attack, such as the Sun Soul Initiate’ Stunning Attack 
ability, then the attacking player declares the use of the ability 


Body 

4% Item Slot’ Effect 

47-50. Cloak of Charisma ‘As eagle's splendor 
(42 Commander rating 
{ifany) 

51-53 Cloak of aisplacement, Conceal 6 


54 Cloak of etherealness Incorporeal while 


moving. 


55-58 Cloak of resistance AAs conviction (save +2) 
59-62 Collar of command A (Animal only) Lose’ | 
Difficult ability 
63-66 Gloves of Dexterity As cat's grace (+2 AC, 
ranged attack +2) 
61-10 Gloves of fortunate Reroll one attack per 
striking battle (must use result 
of second roll) | 
71-75 Helm of glorious recovery Heal (self; 25 hp) 1 
76-78 Mantle of spell C Spell Resistance 
resistance 
73 Necklace of fireballs A Gain fireball 12 
(sight; radius 4; 20 fre | 
damage; DC 15); item 
is then used up 
80-83. Periapt of proof ‘A Immune Poison 
‘against poison 
84-87 Sandals of sprinting B Speed +6 for one turn 
a 
88-90 Scarab of protection A Spell Resistance 
91-93 Scepter of obedience —  +1Commander rating 
(any) 
94-97 Shir of false life +10 hp 
98-100 Shirt of resilience DRS 


1 A= amulet, 8 = boots, C= cloak, H = helmet. 
2 Stacks with the benefit of Powerful Charge ifthe creature already 
has that special ability 


before making the attack roll. A miss counts as one use of the 
special ability just asa hit does 


DEFINITIONS 
The following terms are listed in alphabetical order. 
Aberration: A type of creature 
Acid: (Damage Keyword) A type of energy. 
Action: A creature activity. You usually do not have to keep 
track of different sorts of actions, Usually an effect’s description 
contains the phrase "replac 


attacks’ or “replaces move" if it 
takes the place of the stated type of action, 

For those who are more comfortable thinking in those 
terms, each action is classified as one of the following types: 
standard, move, free, swift, and immediate, For example, 
“replaces attacks” is the equivalent of a standard action in the 
roleplaying rules. Generally, a creature gets one attack action 
and one move action on its turn, though a creature that does 
not attack can move twice 

Activ ure is nor routing, stunned, asleep, pat 

yzed, or rendered helpless. 

Adjacent: Occupying a square next to this space (including 
diagonally). A creature is not considered to be adjacent 10 
creatures behind walls or other objects that block line of sight 
and effect 
Allly/Allied Creature: Allies are usually other © 


pares in the 


same warband. In team 
battles, allies include 
creatures in a team 
mates warband 

Animal: A type of 
creature, 

Any: (Spell/Abil 
ity Keyword) A 
spell or special 
ability that uses 
this word does 


not follow the 
usual restriction of 
targeting only the nearest en er 
emy or nearest ally. (Line of = wy 
sightand range restrictions still, "Sma 
apply, unless indicated other 
wise.) For example, the phrase “switch positions of any two c 
tures” can affect any two creatures in line of sight of the caster 
and within the spell’ range 

Any Warband: (Spell/Ability Keyword) A range given in 
the description of certain spells and abilities. It works like 
your warband” (see that entry), except that you ¢ 
any one warband as the target: your own, a teammate 
an opponent's 

Armor Class: A number that rept 
avoid being hit in combat. Ifthe result o 
exceeds the enemy's Armor Class, the attack hits 

Attack: There are two types of attacks, melee and ranged. The 
outcome of an attack is determined by an attack roll. Many 
bonuses and penalties conferred by spells and special abilities 
«an affect a creature’ attack. If no attack type is specified, the 
effect applies to both melee and ranged attacks. 

A few special abilities, such as Gaze Attack, use the word 
‘attack’ in their names, but they still follow the rules for special 


choose 


eature’s ability 10 


nts a cr 


n attack roll equals or 


abilities rather than the rules for attacks 

Attack of Opportunity: A free melee attack. If an enemy 
moves out of a square threatened by a creature, the creature 
can make a single attack of opportunity against that enemy. 
There is no limit to the number of attacks of opportunity a 


creature can make in a round, but it can make only one in a 
given creature's turn. A creature does not have to make an 
snack of opportunity 

Attack Roll: A die roll ro determine whether an attack hits 
Roll 1d20 and add the relevant attack bonus (either melee or 
ranged), plus any modifiers from spells or situations such as 
flanking. If this number 
Armor Class, the result is a hit and the attack deals the indi: 
cated damage 

Automatic Hit: An attack that hits regardless of the target's 
Armor Class. A natural 20 on an attack roll is always an automatic 
hit, even if the target is immune to critical hits (although the 
Conceal special abiliry might still convert such a hit into an auto: 
matic miss). Automatic hits can also result from certain situa 
tions, such as a melee attack against a helpless enemy. 


uals or exceeds the defender's 


Automatic Miss: An attack that misses regardless of the 
targets Armor Class, A natural 1 on an attack roll is always an 
automatic miss. Automatic misses can also result from certain sit 


uations, such as a melee attack roll that is lower than an enemy's 
Conceal rating, 

Battle Grid: The gridlined play map on which you place ter 
rain cards and miniatures 

Beastmaster {#}: Dru 
ping them fight mote t 


.d certain others can talk to beasts, 


tically ina skirmish. 


Animals and Magical Beasts in your warband that are of a 
level equal to o lower than a creature's Beastmaster rating are 
treated as if they did nor have the Difficult special ability. Most 
creatures with this special ability are also commanders, but 
their Commander rating may not be the same as their Beast 
master rating, 

Ifall creatures with the Beastmaster ability in a warband are 
eliminated, allied Animals and Magical 
original Difficult ra 

Blinded: (Spell/Ability Effect) A blinded creature does not 
have line of sight to any other creature. It cannot make ranged 
attacks or cast spells with a range other than “touch,” “self, o 
“your warband” A blinded creature does nor threaten adjacent 
squares and so does not get to make attacks of opportunity 

A blinded creature treats all other creatures as having the 
Invisible special ability 

Movement when Blinded: A blinded 
tively halved: Each square counts as 2 squares and each diagonal 


easts revert to their 


eature’s speed is effec 


counts as 3 squares, (In difficult terrain, each square costs 4 
squares and each diagonal costs 6 squares.) 

Blind-Fight: Creatures of the dark 
troops can fight by ear and instinct, even against enemies they 


ss and highly trained 


cant see 
A creature with this special ability can roll twice against an 


enemy creatures Conceal special ability when making a melee 


attack. If either result is a success, the attack hits. The creature 
can also move at normal speed even if its blinded. Attackers the 
creature cannot see do not gain a bonus when making melec 
icks against the creature. A creature with Blind-Fight still cant 
invisible enemies, so it cant make attacks of opportunity 
st them, The creature ignores Gaze Attack effects 

Blindsight: A creature wi 
mies by using nonvisual senses. It automatically succeeds on 


this special ability can detect ene 


rolls against an enemy creature's Conceal ability. It can also move 


at normal speed even if it can't see, Attackers the creature cannot 


zainst the 
creature. A creature k effects, 
invisibility effects, and the Hide ability, and it has the Immune 
Blindness special ability 

Blood Rock: Any creature on blood rock terrain scores a crit 
cal hit when its melee attack roll isa natural t9 oF 20. The critical 
nders Armor 


see do not gain a bonus when making melee attacks 
th Blindsight ignores Gaze Atta 


hit automatically hits no matter how high the de 
Class, even if the defender is immune to double damage from 
critical hits, Ranged attacks are nor affected by the blood rock te 
rain type, (Creatures immune (o critical hits are still immune 
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ippine 


Mibus, by S. Ta 


Bonuses: Most bonuses stack, except those from the same 
spell or effect. (See the stacking definition for what spell varia- 


ideted to be the same as the base spell.) 
Burrow {#]: Certain subterranean cr 
some umber hulk, can travel underground almost as easily as 
they can walk, 

A creature with this ability 


tures, such as the fear- 


1 move underground instead of 
on the surface. IFit chooses to burrow, it uses that mode for all 
ofits movement that turn, and its speed is the listed rating. A 
burrowing creature ignores terrain effects on the surface while 
moving and can even pass through squares containing walls, 
though it must end its burrowing move in a legal position, 
While burrowing, a creature is immune to attacks of opportu 
nity and cannot charge; at the end ofits move, it returns to the 
surface and can attack and be 
attacked normally. ~ 
‘An out of command cree “= (1177 
ture with the Burrow ability can 
move underground ata speed 
of 2. However, it can rush at 
double its normal Burrow 
speed toward the nearest en: 
ach that 


ene 


its turn, 


reganless o 


creatures’ st 


even an ally), the charge is 


emmy itcan see if it can 
y dur 

A routing creature with che 
Burrow ability can move under 
ground, but only ifdoingso gets it closer 
to its exit comer than using one of tts 
other movement modes. 

Chaotic: (Spell/Ability Ki 
Creatures in Chaotic Good ot Cha- 
otic Evil warbands are chaotic, 

he factions on the 

cards. They can 
bevaffected by spells and spe- ¢ 
cial abilities thar affect cha- = 
otic creat T 

Charge: 1a creature moves 
at double speed directly toward the 
nearest enemy it can see at the 
start ofits turn. If nothing slows i 
down and it moves at least 2 squares, that creature can 
make a single melee atack against that enemy with a +2 bonus 
on its attack roll, The charging creature must move to the near- 
est unoccupied space from which it can attack the nearest 
enemy. Ifany line traced between the creatures starting space 
and ending space passes through a square that slows or prevents 
movement, of contains a creatu 
not allowed 

Cleave: Once per turn, ifa creature with this ability destroys 
an enemy by reducing its hit points to 0 with its melee attack 
(even an attack of opportunity), it can immediately make one 
excra melee attack against another enemy: 

Cloud: (Spell/Ability Keyword) A cloud isa type of terrain 
created by a spell or ability. It is permanent and blocks line of 
sight but docs not slow movement or block line of effect 
However, creatures inside the cloud are blinded (which may 
affect their movement) and considered to have the Invisible 
special ability. Spells whose effect is a cloud, as with other per 
manent areas of effect (see that entry, below), can target any 
square rather than the nearest enemy or ally. Sometimes an 
effect that produces a cloud specifies that it doesnt block line 
of sight, in which case it is simply an area of rertain with the 
noted e| 


Cold: (Damage Keyword) A type of energy, 
Commander [#]: A creature with the Commander specitl 
ability printed at the top of its stat card is a commander, with » 
Commander rating equal to the given number. 

ymmander ratings are usually positive numbers, but a yery 
few commanders have such poor leadership ability that their 
Commander ratings are 0 or even negative. Such a commande: 
can still put creatures under command and can choose not toad 
its Commander rating on most morale saves, but its negative 
Commander rating does count as a penalty on a morale sive 
made fora rally attempt, 

Commander Effect: Most commanders grant a benefit 9 
their followers (creatures in their warband that are not them 
commanders) known as their Commander Effect. To 

get the benefit, « follower must be under 
, command and within 6 squares of the 
S |/) commander (which isitself never affected 
“A. by the benefit), 

© “Occasionally, a Commander Effect 
XCAR instead confers a disadvantage on enemy 
. NNESS creatures, Such an effect also has a rangeot 
6 squares but affects all enemies (even other 

commanders and Difficult creatures) in range. 

Acreature can be subject to more than one Commandet 
Effect at the same time, but modifiers 10 the 


ime statistic 
from different commanders do not stack, For example, 2 
creature could gain attack +2 from one commander and Morale 
Save +4 from another. If one com 


nder grants attack +2 and 
another commander grants melee attack +4, the creature gains 
+4 bonus on melee attacks and a +2 bonus on ranged attacks 
A routing, stunned, confused, or help- 
less commander ca 
not put other creatures 
under command, and 
thus its Commander 
Effect does not function 
Conceal [#}: Hitting a creature 
with the Conceal special ability 
such asa displacer beast, is as much 
a question of raw luck as skill 
‘When another creature gets an attack 
result against such a creature that would 
be a hit, the attacker must roll 1420 again 
If the result of the second roll equals ot 
exceeds the creature's Conceal rating, 
the attack hits; otherwise, itis an auto 
matic miss, Even a natural 20 on 
the attack roll is a miss if the 
attacker's roll against the de 
fender’s Conceal ability fails. 1f 
several effects grant Conceal to a cre 
ture, only the highest rating applies 
Cone: (Spell/Ability Keyword) A range given in the descrip: 
tion of certain spells and abilities. A cone affects all creatures up 
to 6 squares away from the caster within a quarter-citcle. The 
cone’ origin point (shown by arrows pointing out from it on 
the template) must be a corner of a square in the casters space. 
‘The squares in the cone template must align with the squares 
on the battle grid 
The target of the spell or ability has to ke somewhere inside 
the affected area, but you can otherwise position the cone in any 
legal orientation, 
Confusion: (Spell/Ability Effect) 
izing gaze 


the umber hulk’s mesmer 
es troops to behave erratically. 


The Confusion ability afects only living creatures. A creature 
subject to this effect becomes confused. Each time a confused 
creature activates, roll 120 and refer to the following table to 
does. 


determine wha 
20 Effect 
1-5 Arandom opponent controls the creature on this turn as 
if it were that opponent's creature and as if it had the 
Difficult 20 ability. Your creatures can make attacks of 
opportunity against it if you wish, but the opponent 
| temporarily controlling the confused creature receives 
the victory points ifit is eliminated while under his or 
her control, It still counts as one of your activations for 
the phase. 
615 The creature stands still this turn, taking no action, 
16-20 You contral this creature normally this turn, Even so, it 
remains confused until the duration of the effect is over. 


Aconfused creature cannot make attacks of opportunity. 

confused commander cant put other creatures under com 
sand or add its Commander rating to initiative checks, and its 
Commander Effect does not function. 

Construct: A type of creature. 

Constructs are not living creatures, All constructs have the fol- 
lowing special abilities: Fearless; Immune Confusion, Critical 
| itis, Dominate, Incite, Paralysis, Poison, Sleep, Sneak Attack, 
| Stun, Positive damage from heal effects (such as the various cure 
wounds spells) and negative damage (such as {rom inflict wounds 
spells) do not affect Constructs 
|“ Countersong: A bard's song can interfere with enemy com- 
rmanders’ ability to get the best from their troops 

Creatures within 6 squares of a creature with this ability can- 
not benefit from or suffer from enemy commanders’ Comman- 
der Effects. The Commander Effects of enemy commanders 
within 6 squares of this creature do not function, 

Cover: Certain terrain features provide cover against attacks, 
granting a +4 bonus to the defender’s Armor Class. To determine 
whether a creature has cover from a ranged attack, the player 
uwho controls the attacking creature chooses a corner of a square 
in the attacking creature’ space, Ifa line traced from this point 
toany part ofthe target’s space passes through a square or border 
that provides cover (including a space occupied by another crea~ 
tute), the target has cover. The target does nor have cover if the 
line runs along or merely touches the edge of a wall or other 
square that would otherwise provide cover 

Creature: A single entity represented by a single miniature 

Creature Type: One of several broad categories of creatures. 
the creature types are Aberration, Animal, Construct, Dragon, 
Elemental, Fey, Giant, Humanoid, Magical Beast, Monstrous 
Humanoid, Ooze, Outsider, Plant, Undead, and Vermin. A crea- 
tutes type may include a subtype, given in parentheses on its 
statcard. 

Critical Hit: A hit that strikes a vital area and deals double 
damage. Critical hits occur when the attacker rolls a natural 20 
onthe attack roll. Certain creature types are immune to critical 
hits;a roll of natural 20 is still an automatic hit, but it deals only 
normal damage. 

Damage: Melee and ranged attacks deal damage, as do many 
spells and special abilities, The various damage types are melee, 
ranged, energy (acid, cold, electricity, fire, and sonic), magic, neg- 
itive, and positive 

Melee and ranged damage is subject to Damage Reduction 
Damage from spells is considered magic damage unless otherwise 
noted, Damage from creatures summoned by spells is of the type 
normally dealt by the creature (summoned creatures do not deal 
nagic damage merely because they are the creation of a spell) 


If a spe wsed damage (as Smite does), 
then the extra damage is of the same type asthe original damage 
If the creature already deals base damage of one type and extra 
damage of another, the increased damage from the special ability 
is of the same type as the base damage, not the extra damage. For 
example, a Sword of Heironeous with a flaming swonl deals magic 
damage plus extra fire damage. Additional damage from Smite 
would be magic damage, not fire damage. 

Double Damage: When calculating double damage, add extra 
damage after doubling the base damage, (For example, doubling 
the Large Fire Elemental’ melee damage of 10 + 5 fire results in 
total damage of 20 + 5 fire.) If the damaged creature has DR (see 
below), apply DR after the damage is doubled 

Half Damage: When dividing damage in half, such as after a 
successful save, round down to the next lowest multiple of 5, For 
example, half of 15 points of damage is 5; half of 5 points of 
damage is 0 

DC [4]: (Spell/Ability Keyword) DC stands for Difficulty 
Class, A creature can avoid or reduce certain effects by making 
, Roll 1420 and add the creature’ level; the save succeeds if 
the result equals or exceeds the indicated DC 

Death Attack (DC [#]): When a creature with this special abil: 
ity is about to make a Sneak Attack, it can also attempt to use its 
Death Attack ability. This attempt must be declared before 
making the attack, A creature struck by a Death Attack must 
makea save against the indicated DC or be destroyed. Even ifthe 
save succeeds, the attacker still deals the extra damage with its 
Sneak Attack ability: This ability does not affect creatures that are 
immune to sneak attacks, 

Death Burst (ENERGY [#]; DC [#]): When 
this special ability is destroyed by damage, all adjacent creatures 
take the given amount of the indicated type of damage. A suc 
cessful save reduces the damage ro half 

Deflect Arrows: A creature with this special ability gainsa +4 
bonus to its AC against ranged attacks. 

Destroy/Destroyed: A creature is destroyed when its hit 
points drop to 0 or lower. Certain spells or effects can also destroy 
a creature outright. Remove destroyed creatures from the battle 
igrid, A destroyed creature scores victory points for the opponent 
responsible for its destruction, 

Ifa spell or ability (but not a scenario condition such as Eter- 
nal Battles returning casualties) somehow returns a di 


reature with 


sstroyed 


creature to play, players who scored victory points for its destruc: 
tion lose those points, 

Difficult [#]: Trolls only listen to a commander who is too 
strong to eat. Most commanders can't keep one from rushing 
into battle 

‘Accreature with this special ability can be put under command 
only by a commander whose Commander rating is equal to or 
greater than the creature’ Difficult rating, For example, a Troll 
(Difficult 5) can be put under command only by a commander 
whose Commander rating is 5 or higher. 

Unlike normal creatures, an out of command creature with the 
Difficult special ability must rush the nearest enemy creature it 
can see if it can reach that enemy during its turn. If the nearest 
enemy is not close enough to get to, the creature acts like any 


other out of command creature. (Its speed becomes 2.) 

Ifthe creature has a ranged attack and can attack the near 
est enemy from its starting space it can stand and make a 
ranged attack instead of rushing. It also has this option if it 
can use a ranged spell or special ability to target the nearest 
enemy orally, 

Difficult Terrain: Rubble, treasure heaps, and other ob: 
that fill entire squares slow movement and prevent charges 


acles 
ich 


square of difficult terrain costs 2 squates to move into (3 squares 
if i's a diagonal move). However, a creature can always move at 
least 1 square (see Minimum Move, below)-The effects of certain 
spells can turn squares into difficult terrain, 

Dominate/Dominated: (Spell/Ability Effect) Certain spells 
and abilities can dominate an enemy, causing it to become a 
member of your warband, Dominate affects only enemy cr 
tures; it has no effect on allied creatures. You may activate a erea- 
ture in the round when it becomes dominated only if the 
opponent hasnit yet activated it 

Treat a dominated creature as part of your army and under 
your control in most ways, For as long as you control the creature, 
itcountsas eliminated for victory points—even fit is still on the 
battle grid. Ifit is destroyed while under your control, you keep 
the victory points for eliminating it 

Double Speed: A creature that does not attack, cast a spell, or 
perform a standard action can move up 10 double its normal 
speed on its turn, A creature also rushes or charges toward the 
nearest enemy or routs at double speed 

DR [4]: The barghest brushes off attacks by smaller w 
and easily withstands more powerful attacks, A m 


pons 
ic sword, 


however, cuts through its supernatural resistance. 

DR stands for Damage Reduction, When a creature with this 
special ability takes damage from a melee or ranged attack, sub- 
tract the indicated amount from the damage dealt. Energy 
damage, damage from most spells, and magic damage are not 
reduced by Damage Reduction, 

Dragon: A creature type. Dragons come in all sizes, from the 
little crested felldrake to the mighty true dragons. 

All Dragons have the following special ability: Immune Paral: 
ysis, Sleep. 

Electricity: (Damage Keyword) A type of energy. 

Elemental: A type of creature. The fury of fire and the 
resilience of stone have their uses on the battlefield. 

All Elementals have the following special ability: Immune 
Critical Hits, Flanking, Paralysis, Poison, Sleep, Sneak Attack, 
Stun, 

EL A subtype of the Humanoid type. All Elves have the 
Immune Sleep special ability, 

Eliminated: Creatures that have been destroyed or routed off 
le grid are eliminated. They score victory points for the 
+ hose creatures eliminated them, 

Enemy/Enemy Creature: Enemies are creatures in oppo- 
nents! warbands, not in your own ora teammate’s warband, 

Energy: (Damage Keyword) One of the following damage 
forms: acid, cold, electricity, fire, or sonic. Energy damage is not 
reduced by Damage Reduction. 

Entangle/Entangled: (Spell/Ability Effect) A creature sub- 
ject to this effe 


is unable to move if it does not make a success 
ful save against the effects indicated DC. At the end of an 
entangled creatures turn, it makes another save (same DC), If 
this save succeeds, the entangle effect is removed and the cre 
ture can act normally on its next turn, 

Entangle effects sometimes produce an area of difficult ter- 
rain, Even ifa creature succeeds on its save, if itis in that area, 


it must still pay the normal costs for movement through diffi- 
cult terrain, 

Evil: (Spell/Ability Keyword) Creatures in Lawful Evil or 
Chaotic Evil warbands are evil, regardless of the factions on the 
cre reds, They can be affected by spells and special 
abilities that affect evil creatur 

Factions: These four broad categories classify creatures 
according to their moral and ethical viewpoint. Briefly, these 
are justice (Lawful Good), freedom (Chaotic Good), tyranny 


ures! stat 


(Lawful Evil) and destruction (Chaotic Evil) The faction a cre 
ture fights for may not always match the alignment it has in the 
roleplaying rules, 

Fearless: A creature with this special ability creature auto- 
matically succeeds on morale saves. It is nor affected by effec 
that can make a creature frightened (sce that entry, below), 

There is one exception to the Fearless ability: Undead cres 
tures (which all have the ability) must make morale saves agains 
the Turn Undead ability with normal chances of failure instal 
of automatic success, 

Fey: A type of creature. 

Fire: (Damage Keyword) A type of energy. 

Flanking/Flanked: A creature is flanked if itis in a squate 
threatened by enemies on opposite sides or corners, 1fan imag 
nary line between two attacking creatures’ centers passes 
through opposite borders of the defender’ space (including cot 
ners of those borders), then those creatures are flanking the 
defender. When making a melee attack, a flanking creature gets 
+2 bonus on the attack roll. Only a creature that threatens the 
defender’s square can help an attacker get the bonus for flanking 
IF a creature takes up more than one square, any square it occt 
pies counts for flanking. 

Flight: A dragonis wings give it a decided advantage on the | 
battlefield 

A creature with the Flight ability can fly over the battle grid 
instead of on the surface, landing atthe end of its move, Its spe 
rating has an “E” prefix. It isnt hindered by terrain features tht 
normally slow movement, such as difficult terrain or statues I 
‘must still fly around walls (which extend to the ceiling of the 
dungeon). Ircan move over a pit but cannot end its movement on 
one. A flying creature is immune to Entangle effects 

The creature can move and even charge through squares that 
other creatures occupy (though it cannot end its movement ina 
space occupied by another creature or in an illegal position). tt 
ignoresattacks of opportunity from enemies after the first square 
of movement during its turn. (It spends that first square “taking 
off” and is subject to attacks of opportunity only when it leaves 
its starting space.) 

Follower: A noncommander in your warband. For the 
purpose of determining which creatures can benefit from 
Commander Effect, a follower is any creature that a com 
mander has under command and is within 6 squares of that 
commander. | 

Frighten/Frightened: (Spell/Ability Effect) A creature that 
is frightened is alraid bur not routing. It takes « —4 penalty on 
attack ros, saves, and Armor Class, 

Gaze Attack: (Replaces attacks: RANGE; EFFECTS AND 
CONDITIONS; DC [#]) Instead of making its normal attacks, 2 
creature with this special ability can use a Gaze Attack against the 
nearest enemy. The enemy creature is subject to the indicated 
effect unless it succeeds on a save against the indicated DC. In 
addition, any creature within range of the Gaze Attack that tar 
gets the creature possessing the ability with a ranged attack, spell, 
or special ability must make a save after the attack in order t0 
avoid the effect of the Gaze Attack 

A Gaze Attack requires line of sight to work, but not line of 
effect. For example, a wall of shadow stops its effects, but a wall 
of force does not. A creature with Gaze Attack that has been ren- 
dered invisible cannot use this ability 

Giant: A type of creature. 

Good: (Spell/Ability Keyword) Creatures in Lawful Good ot 
Chaotie Good warbands are good, regardless of the factions on 
the creatures’ stat cards. They can be affected by spells and special 
abilities that affect good creatures, 


Heal (#: (Spell/Ability Effect) This effect removes the indi- 
cated amount of damage from a wounded living creature. It cant 
raise a creature’ hit points above its starting amount. 

Aeal effect deals the indicated amount of positive damage 10 
an Undead creature, The creature getsa save for half damage (DC 
12+ the level of the spell, or if not a spell, the level ofthe creature 
producing the heal effect), Constructs are immune to heal 
tliects, unless the spell or ability specifies otherwise, in which 
case only Construct creatures are healed by the effect. 

Helpless: A number of situations and effects can render a 
creature helpless 

A helpless creature cant move, attack, cast spells, threaten 
adjacent squares, make attacks of opportunity, grant 3 bonus 
for flanking, use special abilities that have to be activated or 
targeted, or put other creatures under command. Being help. 
s does not change a routing creature's morale, bur the con- 
| dition that makes the creature helpless might keep it from 
being able to run away. 

Any melee attack against a helpless creature is automatically 
successful (no roll needed) and deals double damage. Ranged 
attacks deal normal damage and still need an attack rol to hit, but 
the attacker gets a.+4 bonus on the roll 

Other creatures can move through a helpless creature's space 


but cannot end their movement there, 

Hide: [fa creature with this ability has cover against a non- 
adjacent attacking creature from something other than inter- 
vening creatures (such as a wall or statue), itis considered ro 
have the Invisible special ability against that attacking crea- 
ture, This means (among other things) that a ranged attacker 
out Blindsight cant see or target a creature with Hide that 
has such cover. 

HP: Hit points. A creature whose hit points drop to 0 is de 
siroyed. If a spell or special ability grants extra hit points, this 
benefit removes damage from a wounded creature and can even 
increase its hit points above its starting amount (if the hp bonus 
exceeds damage already taken), Adding hit points in this way 
doesnt affect when a creature reaches half hit points (for morale 
saves), Hit points in excess of the creature’ starting amount cant 
berestored with a heal effect once they are lost. 

Humanoid: A type of creature, There are many subtypes of 
| humanoids, including Elf, Halfling, Human, and Ore 

Ilusion: (Spell/Ability Keyword) Mlusions can fore 
enemy into choosing between wasting her attacks or cha 
into your trap, 

Some spells and special abilities produce illusions, desig- 
tating a square or squares as members of your warband, These 
tre considered to produce permanent areas of effect (see that 
entry, below), which can target any unnoccupied square rather 
than the nearest enemy or ally, (In fact, such effects must 
target unoccupied squares.) 

This space counts as 2 
member of your warband 
and affects moving cre 
tutes as normal 
Enemy crea- 
tures cannot 
move through 
ij and your own 


ing 


creatures cannot 
charge through it or 


end their move in it, The space also counts as a 
member of your warband for purposes of 


adjacent squares as though it were an active 


creature (so it can help create flanking situations) but cannot 
make attacks or take any actions. 

Any attack against the illusion automatically succeeds, Any 
damage dealt to an illusion, whether by an attack or by a spell 
or special ability, removes the effect immediately. Spells and 
abilities that do not deal damage or remove spells have no effect 
on illusions 

Immediate: (Spell/Ability Keyword and Action Type) A type 
of swift action (see thar entry, below) that a creature may trigger 
instantly atany time, even when itis not its urn, This action may 
interrupt other actions, taking effect just before they do. The last 
immediate action declared takes place first 

Immune EFFECT: A creature with an Immune ability is not 
affected by the indicated attack type, energy ability, or condition, 
Cr 
entry, separated by commas; for example, a creature immune to 
cold- and fire-based effects would have the ability Immune 
Cold, Fire 

Improved Countersong: Higher-level bards can use their 
songs to thwart enemy commanders 

A creature with this ability is considered to have the Counter- 
song ability (see above). In addition, enemy creatures within 6 
squares of this creature cannot be put under command by other 
creatures, Enemy commanders within 6 squires of this creature 
cannot put other creatures under command. 

Ina Square: A creature isin’ a square if any of its space occu- 
pies thar square 

In Melee: A creature is considered to be “in melee” if it is 
activ 
threatens its square 

Incite/Incited, Inhibit/Inhibited: (Spell/Ability Effect) A 
creature that has been incited by a spell or special ability must 
take its turn as early as possible in each round. Other creatures 
in its warband cannot act before it in a round unless they are 
also incited, 

A creature that has been inhibited must tke its action as late 
4s possible each round. Other creatures in itswarband cannoract 
after itn a round unless they are also inhibited 

Any creature that has the Immune Incite special ability also 
has Immune Inhibit, 

Incorporeal: The wraith floats through walls to ambush its 
enemies 

‘A creature with this special ability is ghostly and insubstantial 
Any time the creature would be damaged by an attack, or by a spell 
or special ability, roll 1420; on a result of 11 orhigher, the creature 


tures with multiple immunities have them listed in one 


and it threatens an enemy's square, or if an active enemy 


takesino damage. (Itdoes nor, however, getachance to avoid attacks 
from other creatures that have the Incorporeal ability, nor is it pro- 
tected from spells or special abilities that do not deal damage.) 
‘The creatures movement is not affected by terrain, It can 


even move through walls and 


a _) Bs 


acer Beast 


over pits, though it cannot see through walls. It cannot end its 
movement ona pit, inside a wall, or in any other illegal position. 


It does not provoke attacks of opportunity when moving 
through walls. 

The creature can move through enemy creatures that dont 
have the Incorporeal ability but cant end its movement in a 
square occupied by a creature. 

Independent: A creature with this special ability is always 
under command, It is capable of rallying itself as a commander 


does, though without a commander it adds only its own level to 
the morale save, as if it were being rallied by a Commander 0. 
Invisible: (Spell/Ability Effect) Other creatures do not have 
Line of sight to an invisible creature. The cre 
ral 11 ability 


pure gains the Cor 
st attackers that canit see it (ger 


erally, any 
jures that do not have Blindsight). An enemy that cannot see 
an invisible 


ature does not threat 


its square (and therefore 

canit make opportunity attacks against it or prevent it from cast 

inga spell or using a ranged attack). An invisible creature gains 
t 

nd occupies space 


¢2 bonus on attacks made against enemies that cant se 
Large: A Large creature has 40mm base 
2 squares wide and 2 squares long 
Lawful: (Spell/Ability Keyword) Creatures in Lawful Good or 
Lawful Evil warbands are lawful, regardless of the factions on the 
creatures’ stat cards, They can be affected by spells and special 
abilities thar affect lawful creatures 


Level: A measure of advancement or power applied to varios 
aspects of the 
saves. A spell’s level isa relative measure of its power; some spells 
and abilities refer to spell level. 

Line: (Spell/Ability Keyword) A range given in the description 
of certain spells and abilities 


same. A creature applies its level as a bonus on 


line affects creatures in a straight 
line away from the caster toward the nearest enemy orally. Trace 
a line from a corner of a square in the attacking creature’ space 
toacorner of square in the target creatures space. The line affects 


Line 


Aline affects creatures in a straight line 


crkaturespaccfo aor 
sao the apt eres 
space THe netic al 
squares that the hne goes 
throughor touches Al 
The ine tontinges 0 
full rag, usually ging 

past thetarget and 

possibly fect 

nore creatures 

Aine dos ot 


affect eréatures 


nore than 12 


El/Pyromancer with 


all squares that the line goes through or touches, The line 
Finues to its maximum range, usually going past the target and 
possibly affecting more creatures. A line does not affect creatuts 
more than 12 squares away. 

Line of Effect: Line of effect is nearly always the same us in 
of sight (see that entry, below). A few special effects, such as wl 
of force, block creatures’ movement and prevent them from attack 
ing or affecting a space with a special ability or spell but do na 
block line of sight to that space. These effects are said to block 
line of effect. 

Line of Sight: A creature that can see a target has line of sight 
twit, Certain kinds of terrain, such as walls, block line of sight. 
do effects such as the Invisible special ability, To determine line 
of sight, draw an imaginary line between any point in one crea 
ture’s space and any point in the other creature's space. If any 
such line is not blocked, then the two creatures have line of sight 
to each other. The line is clear if it doesn't intersect or e' 
squares ¢ 


touch 
cant see the target, 
for example, due to the Invisible ability), it cant have li 


t block line of sight. Ifa cr 


sight to that target even if you could draw an unblocked line 
between its space and the target's 

Living: All ere 
Undead creatures. 

Magic Damage: (Damage Keyword) A type of damage that is 
not reduced by Damage Reduction (DR), Spells deal magic damage 
(and possibly also energy damage) unless otherwise indicated 

Magical Beast: A type of creature 

Medium: A Medium creature has 2 25 mm (1 inch) base and 
occupies 1 sq 


tures are living, except for Constructs and 


re. Ifa creature’ stat card gives no size, the cree 
ture is assumed to be Medium, 

Melee Attack: One of the two attack types (see also Ranged 
Attack, below). Most creatures can make melee attacks only 
against adjacent creatures 

Melee Reach [#]: A creature with this special ability can make 
aelee attacks against enemies that are up to the indicated number 
of squares away. Use the ranged attack rules to determine 
whether the attacker has line of sight to the target and whether 
the target has cover. | 

When de Reach can 
makea mel sonals in the normal way. (A cret 
ture with Mel 
‘onals away. 


mining whether a crearure with Mele 
tack, count di 
Reach 2 canttattack an enemy in a square 2 diag 


This ability does nor allow a creature to threaten squares that 
are not adjacent or make attacks of opportunity against enemies 
that are not adjacent. Nor does it allow 
stop before it is adjacent to the 
A creature using Mele 


a creature to deliberately 


emy itis charging or rushing 
Reach to attack at a distance does not 


ate a flanking situation. It is not considered to be in mel 
unless itis adjacent to a creature 

Minimum Move: An active creature can always take its entte 
turn to move 1 square in any direction, even diagonally, regard 
less of difficult terrain of n 


w spaces. (This rule doesnt allow 
a creature to move through impassable ter 
all movement is prohibited, such as while paralyzed. 

Minions ({#] CREATURES); If you add a cre 
minions to your warband, yo 


in or to move when 


re that has 
also get the indicated number of 
creatures at no additional cost. These minions do not 


idd to your 


warband’s cost, nor do they score victory points for the opponent 
who eliminates them. Minions do not count against the twelve 
creature limit for your warband; a warband can contain twelve 
creatures plus minions. 
Mobility: A creature with this special ability gains a +4 bonus 
tots AC against attacks of opportunity. 
Monstrous Humanoid: A type of creature. 


Morale Save: A special save made to avoid routing, All morale 
s have a DC of 20. A commander provides a bonus equal to 
made by creatures under 


its Commander rating on morale sav 
its command. A creature that fails a morale save is routing; it 
moves at double speed toward its exit corner until it rallies or 
exits the battle grid. 

Spells and special abilities can trigger morale saves. Creat 
without the Fearless special ability make a morale save when 
their hit points first drop to half normal 

Morale Save +[#]: Add the indicated bonus toall the creature's 
morale saves. 

Mounted: A modifier to creature type or subtype. Certain 
spells, special abilities, or effects may reference mounted creatures. 

Mounted Melee Attack: When moving at double speed 
other than making a charge), a creature with this ability can 
rake a single melee attack at any point in its path 

Mounted Ranged Attack: When moving at double 

_ speed (other than making a charge), a creature with this 

| ability can make a single ranged attack at any point in j/ 
its path 

| Move Action: An action that is the equivalent of a 
creature moving up to its speed. During its turn, a crea- 

| ture may replace its attack with a move action, 
allowing it to move up to double speed. 

| 8 Pp ped 


Sometimes special actions, spells, or ef 


res 


fects replace one or both move actions. (See 
also Minimum Move, above.) 

Nearest Enemy: The nearest enemy to a 

specific creature is the nearest enemy that it 

} cansee, Another enemy that is closer, but out 


ofline of sight, does not qualify as the nearest. 
When rushing or charging, count the dis- 
| unce to the enemy taking into account any 
movement costs for terrain and any special 
movement mode of the moving creature, 
such as Flight or Burrow, By contrast, 
ranged attacks and effects ignore terrain 
thar does not block line of sight and line 
ofeffect. (Thus, the nearest enemy when 
charging or rushing might not be the same 
asthe nearest enemy fora ranged attack.) If 


(wo or more enemies are at the same dis- 
tance, the acting creature can choose any of 
} them as the nearest 

Negative: (Damage Keyword) A type of dam- 
age, Negative damage is unaffected by damage _// 
reduction, damage removes damage 
fom Undead as no effect on 
Consiact ereautes Le. 

Nonliving: Constructs and Undead crea- 
tures are nonliving creatures. 

Not Subject to Commander Effects: A creature with this abil 
tycannot benefit from the Commander Effects of commanders in 
its warband, It also ignores Commander Effects of enemy com- 
sanders that affect only enemies, such as thar of the Mind Flayer. 

On Terrain: Generally a creature is considered to be on (orin) 
apiece of terrain if any part of its space occupies a square that 
contains that type of terrain, The exception occurs during 
deployment, when creatures meant to be set up ona specific ter- 
nin tle have to be placed entirely on that terrain tile. 

Ooze: A type of creature, All Oozes have the following special 
silties: Blindsight; Fearless; Immune Confusion, Critical Hits, 
Dominate, Flanking, Gaze Attacks, Incite, Paralysis, Poison, 
Sleep, Sneak Attack, Stun, 


reatures and 


‘Opponent: A player you are playing a battle against 
Outsider: A type of creature. 

Paralysis: (Spell/Ability Effect) A creature subject to this 
effect is paralyzed if it does not make a successful save against 
the effect’s indicated DC. A paralyzed creature is helpless. Ar the 
end of a paralyzed creature's turn, after it has missed its chance 
toact during that turn, it makes another save (same DC). If this 
save succeeds, the paralysis is removed and the creature can act 
normally on its next turn, 

Permanent Area of Effect: (Spell/Ability Keyword) Spells 
and abilities that create permanent areas of effect usually modify 
terrain within a radius of 2 or 4 squares. Unless otherwise speci 
fied, normal terrain within such areas is not removed. Instead, 
permanent areas of effect generally add an additional effect or 


terrain modifier to squares within the area 

Unlike other spells and special abilities, permanent areas of 
effect can target any square within the spell or ability’s range 
they do not have to target the nearest enemy orally 

Personal: (Spell Keyword) A spell with personal range affects 
only the caster 

Phase Out: (Spell/Ability Keyword) Some 
spells and special abilities take a creature off 
the battle grid without eliminating it, (Note 


j; My the creature's location when it is phased out 


unless otherwise specified, it returns to play 


CA wes space.) While off the grid because 
of being phased our, the creature cannot be 
PEF atincie be anything in play bon recta celine 
inated and scores victory points normally until i 
/ returns to play. A creature that has phased out still 
~ takes a urn as normal (which can be important if it 
is capable of returning to play). 
Plant: A type of erearure. All Plan creatures have 
the following special ability: Immune Confusion, Critical 
Hits, Dominate, Incite, Paralysis, Poison, Sleep, Sneak 
Attack, Stun, 
Poison (EFFECT; DC [#]}: When a creature is hit by an 
attack orsubjecttoan effect that inches the word "Poison, 
that creature must make a save against the indicated DC or 
be poisoned and subject to the indicated effect. Poison 
umage (a successful save 
mn death 
5 damage whenever 


effects can include immediate 
results in half damage), Paralysis, or © 
However, most Poison effects state 
poisoned creature activates,” Until the end of the skirmish, 
at the start of the poisoned creatures turn and before it 
takes any actions, it takes 5 points of damage immediately 
Identically worded Poison effects do not stack. 
\__Positive: (Damage Keyword) A type of damage 
> Positive damage is unaffected by damage reduc- 


tion. Heal effects are considered to deal positive 
damage to Undead creatures. Positive damage has no effect on 
Construct creatures. 
Powerful Charge +{#]:A creavure with this special ability deals 
the indicated amount of extra melee damage when it charges. 
Precise Shot: A creature with this special ability can make 
ranged attacks against an enemy that is engaged in melee with 
out giving the target the normal +4 bonus to Armor Class. Precise 
Shot does not let you ignore the +4 bonus to Armor Class that 2 
target receives from cover (including cover from a creature that 
is in melee with the target) 
Push/Pull: (Spell/Ability Effect) Certain spells or abilities 
push other creatures away from (or pull them toward) the crea- 
ure can 


ture using the spell or ability. The pushed or pulled cre 
not move into or through a space occupied by any other creature, 


sions 964 mn] 


or through walls, Pushed or pulled creatures do not provoke 
attacks of opportunity. 
Push A creature pushed away from another creature must always 
move into a square that is farther from the pushing creature. 
Pull: A creature pulled toward another creature must always 
move into square that is closer to the pul 


ing creature 
Ian effect stares you may “push or pull’ the target can end up 
closer to, farther from, or the same distance from the creature 
producing the effect 

Range 6: (Spell/Ability Keyword) A range given in the descrip 
tion of certain spells and abilities, The effect targets the neare 
enemy orally within 6 squares and line of sight of the origins 
ing creature 

Ranged Attack: One of the two attack types (see also Melee 
Attack, above). A creature carit make a ranged attack ifr is in a 
square threatened by an enemy. 

Ranged Sneak Attack +[4]: This works just like Sneak Attack 
(sce thatentry, below), but the creature must be making a ranged 
antack within 6 squares of the target, and the defender must be 
either stunned, helpless, or unable to see the creature. 

Remove: (Spell Keyword) To negate, suppress, or cancel one 
or more existing effects on a creatu 


‘magic item, or area, Unless 
otherwise noted, removal is permanent. 

Rend +{#}: Ifa creature with this special ability hits one erea- 
ture with two melee attacks on the same turn, it deals the indi 
cated amount of extra melee damage with the second at 

Replace/Replaces: Some spells or special abilities have 
“replaces” as a special cost, such as “replaces attacks’ o "replaces 
move." When it uses the spell or ability, the creature is considered 
to have taken the specified action, 

Requires CREATURE: A fire elemental leaves if the com- 
mander it has promised to serve ie killed 

A creature with this ability can he included in your warband 
only if you also have the indicated creature in your warband. 
When you set up your warband, choose which creature is the 
required one, Ifthe requited creature is eliminated, this creature 
is also eliminated, and both score points for the opponent. For 
example, the Large Fire Elemental has the Requires Commander 
ability. Pick one of your commanders when you set up your war 
band. If that commander is eliminated, the Large Fire Elemental 
is also eliminated. 

In an Out of the Box scenario (see Warband-Building Scenar- 
ios, earlier in this chapter), if you have no creature that qualifi 
as the required sort, choose any one other creature in your war 
band instead. 

Reroll: Sometimesa spell or special ability allows you to make 
a die roll again. You may reroll the type of die specified by the 
spell orability. You may not, however, reroll dice associated with 
a scenario setup or with a creature or object (such as a magic 
statue) controlled by neither player, Whenever you make a 
reroll, you must abide by the result of the second roll 

Resist (#] ENERGY: When a creature with this special ability 
takes damage of the specified energy type, reduce the damage 
dealt by the indicated amount. 

Rounding: Round fractions down, unless otherwise indi: 
cated. For example, if you destroy your own Ore Warrior (3 
points) ina three-way game, your two opponents split the points 
and get only 1 point each, 

Rush: An out of command creature can rush toward the 
nearest enemy it can see if it can reach that enemy during its 
turn, It moves up to double its normal speed toward that 
enemy and can take any path, so long as it ends its movement 
adjacent to that 
the conditions.) 


vemy, (It can even charge if it's able to meet 


Sacred Circle: A creature on any square containing a sucred 
circle gains a +2 bonus on attack rolls, and its attacks deal magic 
damage for as long as it remains on that square. Sacred circles 
have no effect on movement. 

Save: Numerous effets requite a creature to save against asp 
cific DC to avoid or reduce an adverse effect. Roll 1d20 and add 
the creature’ level, then compare the result to the saves DC 
(Some creatures get an additional bonus on saves asa special ai 
ity; see below.) If the save result equals or exceeds the DC, the 
save succeeds 

Ifa spell or ability deals damage and has a DC, the effect deals 
half damage on a successful save, Other effects are negated with 
a successful save. 

Save +[#]: Add the indicated bonus to all this creature’ saves 

Scout: Instead of placing a creature with this special ability on 
your assembly tile at the start of the battle, place it on a feature 
tile of your choice that does nor already have a creature on it I 
this creature enters the battle grid after the first turn, it enters 
like any other creature. 

Shot on the Run: ith thisability can move, make 
a single ranged attack, and then move again, as long as the di 
tance it moves during its turn doesnt exceed its speed. 

Sight: (Spell Ability Keyword) A sight-range spell targets the 
nearest enemy orally to which the caster has line of sight. 

ize: The physical dimensions of a creature or object. Mini: 
tures sizes, from smallest to largest, are Small, Medium, Large, 
Huge, Gargantuan, and Colossal. Huge creatures occupy a 
space 3 squares on a side, Gargantuan creatures occupy a space 
4 squares on a side, and Colossal cre 


creature 


ures OCCUPY a space 6 
squares on a side. 

Skips Next Turn: (Spell/Ability Effect) On its next turn, 0 
creature subject to this effect activates but may take no actions 
Itisstill considered active. It threatens squares normally and can 
make attacks of opportunity. 

Sleep: (Spell/Ability Effect) A creature subject to this effects 
sleeping. Ifthe Sleep effect has a save DC, then a successful save | 
negates the effect. | 

A sleeping creature is helpless until another creature wakes 
up. A creature that is adjacent to one or more sleeping creatures 
can remove Sleep for one sleeping creature as a standard action 
(replacing its attacks), Sleep effects are also removed immedi: 
ately when a sleeping creature takes damage. 

Slide: (Spell/Ability Effect) This effect works like push/pll 
(see that entry), except that the movement of the affected crex | 
ture can be in any direction, 

Slow Melee Attack: A creature with this special ability cant 
move during the 


turn that it makes a melee attack. 
Slow Ranged Attack: A creature swith this special ability 
cant move during the same turn that it makes a ranged attack 

Small: A Small creature has a 20 mm base and occupies { 
square, 

Smite TYPE OR ALIGNMENT +[#]: A creature with this 
special ability can deal extra damage with a melee attack against 
the indicated type of enemy creature ora creature with the spee- 
ified alignment. The Smite attempt must be declared before 
‘making the attack. Ifthe attack hits, it deals the indicated amount 
of extra damage 

Ifno type or alignment is specified for this ability, it affects any 
enemy creature, 

Sneak Attack +[4]: A creature with this special ability gains 
the indicated bonus on its melee damage rolls under certain com 
ditions: The creature must be flanking the defender, or the 
defender must be stunned, helpless, or unable to see the creature 

Sonic: (Damage Keyword) A type of energy. 


Sorcerer Spells; (Spell Keyword) A creature with this ability 
tas a small number of spells of each level but can cast a given 
spell repeatedly, up to its limit for that level. The creature can use 
upa higher-level spell slot to casta spell of lower level. 

Nor all creatures that have this ability are actually of the sor- 


cerer class. Bards, for example, have the Sorcerer Spells ability 
because they cast“on the fly" as sorcerers do. 

Space: The square or squares that a creature occupies. 

Speed: The number of squares a creature can move when 
activated. A creature that does not attack or cast a spell (or per- 
form another standard action) can move up to double its speed 
onits turn, 

Spell Level: A number from 1 to 9 that indicates the relative 
power ofa spell. 

Spell: Casting a spell isa standard aetion and repli 
attacks on its turn, A creature cant cast a spell while an enemy 
threatens a square it occupies, except 


forspells with a range of touch. A .@(")\ awn, 
gpelleaster that has cover in melee ( 
aginst an adjacent enemy, though, TAN 
can cast spells normally 

RRR 


‘The caster decides whether to “4 
target the nearest enemy ot the EE 
nearest ally, Unless otherwise = 


ate instantaneous. Bonuses and 
abilities granted by spells, and 
asher spell effects, 
entire skirmish or until some 
condition described in the spell 
ismet 

Spell Resistance: This 
special ability is some 
times abbreviated 
SR. When casting a ( 
spell that would af 
fect a creature that has 
Spell Resistance, roll 1420, 
pvaaplliok ds or hiphen the 
spell affects the creature nor 
mally; otherwise the spell has no 
affect on it. The creature may 


/ 


noted, damage and Stun oon | 
4 


choose not to resista spell. 
Spell Resistance does 
not provide any protection. 
aguinst bonuses or abilities 
that enemies receive from spells that have been cast on them. 
forexample, a creature under the effect of a bulls strength spell 
couch; melee damage +5) still deals the extra damage on a melee 


snack that hits a creature that has Spell Resistance. 

Some spells (such as lesser fire orb) ignore Spell Resistance. 
Donit make a Spell Resistance roll for such spells; they automa 
ialy succeed. They even affect creatures that have the Spell 
Resistance All ability (see below). 

Spell Resistance All: A creature with this special ability is 
severaffected by a spell that allowsa Spell Resistance roll, and it 
«anit choose not to resist a spell 

Spelleaster/Caster: A creature that has a Spells entry on its 
sat card isa spelleaster 

Spring Attack: A creature with this special ability ean move, 
mnakea melee attack, and then move again, as long as the distance 
itmoves during its turn doesnit exceed its speed. The creature 
spins no special protection from attacks of opportunity caused by 
is movement 


Stacking: In general, the effects produced by spells, special 
abilities, and even magic items stack (are cumulative) with each 
other, even in some cases that the roleplaying rules do not allow. 
However, some exceptions exist 

No effect produced by a spell, special ability, or magi 
stacks with itself Its okay for multiple spells and items to each 
grant melee damage +5 to a creature, but a creature cant gain 
melee damage +10 from two castings of bull’ strength. 

Duplicate bonuses from Commander Effects never stack. A 
single follower can benefit from any number of Commander 
Effects at the same time, but if more than one grants a bonus to 
the same statistic, only the highest bonus applies. 

In addition, spells with the words “greater,” “lesser, “legion, 

mass," or “swift” as the first word in their ttle are simply derived 
cis do not stack with the effects of 


item 


from other spells, Their eff 
their related spells. 


Standard Actior 
action replaces 
its turn 


Making a standard 
creature’ attacks on 


Statue: A statue hinders move 
ment. It costs 2 squares t@ move 
into a square containing a statue (or 3 
squares if moving diagonally). A.c 
cant end its movement in a square contain 
ing a statue, Statues provide cover to crea 
tures behind them, but those creatures 
can still be seen. Some game effects, 
such as the Medusa’s Gaze Attack, 
create new statues, Ifa creature trans 


ature 


formed into a statue is returned to 
play, remove the statue and place 
the creature on the battle grid in 
its space. 
Stun: (Spell/Ability Effect) A 
creature subject to this effect is stunned. If 
Umber Hulk the Stun effect has a save DC, then a suc 
cessful save negates the effect 
A stunned creature is not active; it cant move, attack, 
threaten adjacent squares, or take standard actions, but it is 
not helpless, A stunned creature takes a2 penalty to Armor 
Class. It stops being stunned at the end of its next turn (in 


other words, it loses one chance to act). A stunned com- 


mander canit put other creatures under command or 
add its Commander rating to initiative checks, and its 
Commander Effect does not function 

Stunned creatures still make morale saves, and a stunned com: 
mander can still add its own Commander rating to its morale 
saves ifa higher-ated commander is not available to help. 

Stunning Attack (DC [#)): Once per turn, a creature with this 
special ability can make a special melee attack in an attempt to 
incapacitate an enemy, If the attack hits and deals damage, the 
damaged creature must succeed on a save against the indicated 
DC or be stunned (see above), The attempt must be declared 
before making the attack. The Stun effect ends at the end of the 
stunned creatures next turn. 

‘Summon: (Spell Keyword) A summon spell (such as summon 
‘monster or sunmion nature’ ally) brings a creature or creatures 
matching specified restrictions onto the battle grid within 6 
squares of the summoner. (The controlling player must provide 
the appropriate miniature or miniatures.) A summoned crea- 
ture does not activate on the round it appears, but afterward it 
activates as a normal member of the warband, A summoned 
creature does not add toa warband's cost, nor does it score vie 
tory points for the opponent who eliminates it. Summoned 
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creatures do not count against the twelve creature limit for your 
warband; a warband can contain twelve creatures plus sum- 
moned creatures, Commanders cannot be summoned. 

A summoned creature is immediately eliminated if the crea- 
ture that summoned itis eliminated. Ignore any Requires CREA- 
TURE special ability of the summoned creatu 

Common restrictions on the type of creature ro be summoned 
include creature type, faction, and cost. 

Swift: (Spell/Ability Keyword) A creature may use one swift 
spell or special ability during its turn (but not during other crea- 
tures! turns), This swift action doesnt count against its normal 
actions and does not replace its attacks. A creature can take a 
swift action beforeany of its other actions, during movement, or 
after any of its actions during its turn 

Switch Position: (Spell/Ability Effect) A few spells and spe- 
cial abilities cause the creature using the ability to switch posi- 
tions with its target, or to switch two other creatures’ positions, 
Ifthe two creatures occupy spaces of the same size, simply swap 
their locations on the battle grid. If the creatures occupy spaces 
of different sizes, they can switch positions only ifthe larger crea~ 
ture can be placed in a legal position. Each creature must end up 
on at least one of the squares the other creature occupied, The 
player who controls the effect controls the exact location, so long 
asitisa legal position, 

Being switched out of or into a square threa 
creatures does not provoke attacks of opportunity. 

Threaten: An active creature threatens all squares adjacent to 
can make an attack of opportunity against an 
enemy creature that moves out of a square it threatens, Spell- 
asters cannot cast spells (other than those with a range of touch) 
when they are threatened, and creatures with ranged attacks cant 
use them when they are in an enemy's threatened square 

However, ifthe threatening creature cant see the enemy or if 
the enemy has cover in melee against the threatening creature, 
the ecteature in the threatened square can move, cast a spell, or 
make ranged attacks normally. 

Tied Die Rolls: If two or more players tie on a die roll, the 
player with the highest bonus on the die roll wins, If ewo or mare 
players are tied for the highest bonus, the tied players reroll. 

Touch: (Spell/Ability Keyword) A range given in the descrip- 
tion of certain spells and abilities, A caster can cast a touch- 
range spell on any creature it can make a melee attack against. 
Spells that have a range of touch can be cast even when an 
enemy threatens the caster's square. The caster may choose the 
target of its spell from among all the creatures it can make a 
melee attack against. 

‘Trample [4] (DC [#]): Once during its turn, a creature with 
this special ability can move through an enemy’ s 
enemy takes the indicated amount of melee damage if it fails a 
save against the indicated DC. A trampling creature still pro- 
vokes attacks of opportunity, Trampling doesn't replace a cr 
ture's attacks for the turn, 

‘Turn Undead [#]: Instead of attacking or casting a spell, a 
creature with this special ability can attempt to turn the nearest 
Undead creature of the indicated level or lower. 

Undead creatures within 12 squares and to which the 
creature has line of sight can be affected. To resist turning, an 
Undead creature must make a DC 20 morale save, Ifthe save fai 


id by enemy 


it, A creature 


the Undead creature routs. Acommanderin the Undead creatur. 
\warband can grant bonuses on this morale save and can attempt 
to rally the Undead creature. 

‘Tyrannical Morale +[#[: (Commander Effect) If you wish, a 
commander that has this effect can give a follower within 6 


squares an additional bonus on its morale save equal to the given, 
number. However, if the save fails, that creature is destroyed 
instead of routing. The opponent whose creature triggered the 
morale save or originally caused the creature to rout receives vic 
tory points for eliminating the creature. 

Uncanny Dodge: When a creature with this special abilitys 
active, it has the following special ability: Immune Flanking, 
Sneak Attack. 

Undead: A type of creature. All Undead creatures have the 
lowing special abilities: Fearless; Immune Confusion, Critica 

its, Dominate, Incite, Paralysis, Poison, Sleep, Sneak Attack, 
Stun, Heal effects, such as the various cure wounds spells, deal pos 
itive damage to Undead creatures. 

Unique: A creature with this special ability is one of a kind 
and hasa given name, such as Tordek, Dwarf Fighter. A Unique 
creature is sometimes referted to as a character. You cannot 
have more than one Unique creature with the same given 
name in your warband. For example, Tordek, Dwarf Fight 
and Tordek, Dwarf Champion both count as “Tordek’ you can 
have only one or the other in your warband. Each of your 
opponents and teammates can have their own copy of 1 
Unique creature. 

Ignore the Unique ability’s warband building restrictions in 
Out of the Box games (see Warband-Building Scenarios, earlier 
in this chapter). 

Unlimited Uses: Most spells can only be used a few times, 
as indicated by one or more check boxes (Cl). Spells with 
unlimited uses can be cast by a creature any number of times. 
Special abilities that have no check boxes are assumed to have 
unlimited uses. 

Vermin: A type of creature. All Vermin creatures have the 
following special ability: Immune Confusion, Dominate, 
Incite, Sleep. 

Vulnerable DAMAGE TYPE: For every 10 points of the 
specified energy damage dealt to this creature, it takes an 


extra 5 points of that same damage. For example, a creature 
with Vulnerable Fire that takes 5 points of fire damage takes 
no further damage, If that creature instead takes 15 points of 
fire damage, it takes an extra 5 points, for a total of 20 points 
of fire damage. 

If the creature gets a save to reduce the damage, rol the sae 


first. Base any damage increase on the damage dealt after the swe 

Wall: Walls and other areas of solid stone block movement 
and line of sight. A creature cant move or make a ranged attack 
through a wall, It also cant move diagonally past a corner or the 
end of a wall, Count around walls to see if commanders are close 
enough to influence the creatures in their warband. 

Wandering Monster: Instead of placing a creature with this 
special bility on your assembly tile atthe start of the battle, place 
iton a random feature tile. If this creature enters the battle grid 
after the first turn, it enters like any other creature 

Warband Building: (Commander Effect) Adding a creature 
with this special ability to your warband allows you to break one 
or more of the usual warband construction rules, as indicated 
alter the ability name, Usually, this ability allows you to ignore 
alignment restrictions for a certain type of creat 

Wounded: A creature that has taken damage, reducing its hit 
points below its starting amount, is suid to be wounded. 

Your Warband: (Spell/Ability Keyword) A range given in 
the description of certain spells and abilities, A spell of this 
sort affects all creatures in your warband, no matter where they 
ate. (In special scenarios, it even affects creatures that are not 
yet in play.) 


cwariors led by a Sifting fighter 


hundred ores bear down on the stalwart elfarchers, Though 
‘outnumbered two t0 ane the elves vow to fight to the last, 
If they can hold off-the advance units longienough, elf 
rangers in the hndreds will arrive to quickly dispateh the 
ore forces, But the reinforcements are late to the field; itis 
up to the archers for now, With a'clash of steeLand a twang of 
bowstrings, the battle is joined! 

Skittish rulesare nor enough to manage acdnflict involving 
dovens op hundreds of creatures. These mass battles rules are 
designed to allows large-scale battles using D&D 'miniarures 

You play mass battles on a tabletop or-a large, flat surface 

such a8 an area of floor), with movement and distances meas 
ued in inches, (Little tape measures are a big help.) 

Mass battles take longer to set up and play than skirmishes, 
so they're better suited to big, long-lasting slugfests than to 
quick matches. Since its harder to build a large army shana 
skirmish warband, feel free to adapr the following rules and 
victory conditions to fit the armies you have available 


MASS BATTLES BASICS 


Browse this section to get familiar with basic terms, then jump 
tothe in-depth rules that fallow. 


ROUNDS 
‘A massbatle isphayed in rounds. Begin the round by-making an 
initiative checle Ih each round, players compleresphases in order! 
Daing each phase in which you act, you activate one, two, or three 
units in Your army; one uni¢takesulliteaccionsthenlthe next dogs 
503(Vou can activate a particular unit only once ina round.) 


Rounds in a mass battle are. different from tounds in a 
skirmish, Each rou 
field (che sameas a round in the D&D roleplaying game! 
During each phase in which yau act yousactivate one or 
more units in yourjarmy. (You can activate a unit only 


‘eprese nts @ seconds on the battle 


once in i round.) 
A round ends when all playershave activated all their 
units ohce. Thema new tound begins. 


Initiative 
Each army makes an initiative check before each round 
of combat. Unlike in the skirmish rules, this check is 
an unmodified 1420 rolly The player of the army that 
wins initiative decides which side goes firs, 


Phases 
Rounds are subdivided into phases to help manage 
the conflict. Each army has one or more phases 
during a round,..When, one. player. takes.all. the 
actions allowed for a phase, the next player then 
completes.a phase 

Each player completes phases in play order until 
allrunits have been activated: Actions dcéumting 
dluringa specific unit’ activation a 
thacunis turn, 


UNITS. 


In.a mass battle, creatures are collected into groups 
called units: Even’a creature all bp itselFis treated 


eferred toas 


Ithough the rules for lone creatures 
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ave slightly different, Units can be formed, with creatures 
marching in tight ranks and working closely together, or 
unformed, with less discipline but more ability to maneuver on 
the battlefield 

ays: To let players move many miniatures at once, units are 
often assembled on “trays” made of pieces of cardboard or stiff 
paper. Cutup file folders work well for this purpose. The back of 
this book includes several examples of trays, which you can pho- 
tocopy, cut out, and glue onto cardboard, 


tivation 
Daring each phase in the round, you activate up to three units of 
your army, one at a time. An activated unit can perform one of 
the following activities 
Move its speed and then mi 
attack and then move. 
—Move up to double its speed. 
Nor move and make multiple attacks, if t ean do so. 
—Charge. 
Instead of ma 
spell or u 


one attack, or make one 


ing an attack, a unit or lone creature can cast a 
special ability, such as Turn Undead. 


Movement 
Each unit bas a speed rating, measured in inches, A unit that 
moves up to its speed can make one attack or perform a standard 
action, {t can move first and then attack, or attack first and then 
move. A unit that doesnt do anything else ean move up to double 
speed on a turn, 
For example, an unformed Wood Elf Skirmisher unit has a 


speed of 6 Ifthe unit only moves, orifit charges, it can move up 
to 12inches, Ifitmakesa single attack, it can move up to 6 inches 
(cither before or after the attack). If the unit makes both of its 


ranged attacks, it cant move at all. 


ATTACKING 

When a unit attacks, one or more creatures in it attack at the 
same time. All eligible creatures in the unit make their attack 
rolls simultaneously. Each rolls 1420 and adds the creatures 
melee attack number, and any other modifiers that apply (see 
Table 6-4: Combat Modifiers). 

If the result of an attack roll equals or exceeds the defending 
units Armor Class, the 
sgetsa hie deals its damage 

The defending unit's hit point rating is equal to the rating of 
any single creature that isa part of the unit. The defending unit 
removes one miniature for each amount of damage it takes equal 
toits hit point rating; this removal of a miniature is referred to as 
taking a casualty. Any leftover damage is accounted for the next 
time the unit is attacked 

For example, a Wood Elf Skirmisher unit deals 5 points of 
damage per hit, If it lands five bits on a Gnoll unit, it deals 25 
points of damage. Since each Gnoll has 10 hit points, thar’ 
enough damage to cause two casualties. The defending player 
removes two Gnoll miniatures from that unit. The remaining 5 
points of damage is carried over. the Wood Elf Skirmisher unit 
attacks the Gnoll unit again and deals another 25 points of 
damage, three more Gnoll miniatures become casualties because 
the total amount of damage to be accounted for is 30 points 


MORALE 


Damage, and the effects of some special abi 


Ms by D. Hanley 


ck hits, Each attacking creature that 


es and spells, can 


make units less willing to fight. 
An affected unit makes a morale save. Roll 1420 and add the 
unit’ level (equal to the level of any single creature thar isa 


part of the unit), If the save result equals or exceeds 20, the 
save succeeds. 

Failed morale saves indicate a drop in the unit's morale state. | 
Units start out in a normal state, which allows them to manewvet 
and attack with no restrictions due to morale, A unit that falls 
one morale save becomes shaken (less willing to fight, thes 
penalties), A shaken unit that fails a morale save routs (attempts 
to flee from the field). Commanders can rally units to improve 
their morale 


COMMANDERS. 
Commanders spend command points to activate units and to 
issue special orders. A commander has a number of command 
points available in each round equal to the creatures Com: 
mander rating. 

Commanders can attach to units to protect themselves and 
help the units. They can lead part 
in combat) or from the rea 


unit from the front (and 
‘oiding combat) 


SETUP 


“These are the standard rules for preparing to play a mass bate 


PLAYERS 
Two of more players can play. Each player can have an army, or 
‘each army can be shared by two or more players. Ifeach player 
has an army, you can play a free-for-all or arrange the players 
in teams. 


BATTLEFIELD 
Mass battles, by default, are fought aboveground, usually ins 
mostly open area, Some underground areas might be large 
‘enough to accommodate a mass bargtle, though, and you might 
want to try battles in such an environment as well. 


Alarge table (or a clear area on the floor) at least 6 feet by 4 feet 
isideal, Atthe scale of 1 inch = feet, this represents a battlefield 
of 360 feet by 240 feet. Unlike in the skirmish rules, the edges of 
the battlefield are not impassable. 

Ifonly two players are involved, each takes a position along one 
afthe long edges of the battlefield, More players can spread out 
around the perimeter in a free-for-all or line up opposite one 


another to form teams. Each player should station himself or her: 
selfara point equidistant from the others. If more than four players 
are involved, inerease the size of the battlefield to 8 feet by 4 feet 


errain 
The simplest terrain (and the default battlefield) is a flat, fea 
out lakes, rivers, buildings, trees, or hills. What 
may be doesnt affect the movement of 
troops. However tof the fun of 
anass battles, challenging players to maneuver their armies over 
tnx around the landscape. The type of terrain you place on the 
futtlefield modifies the way combat works. Rules for various 
iypes of terrain are given later in this chapter 

You can photocopy the sample terrain features at the back of 
this book, cut them out, and tape them down to the play area 
Taping the pieces down is important—otherwise, they might get 
moved around on the surface (nor something trees and walls are 
noted for!), You can also draw your own terrain features, inve 
ing whatever you like. Some people use three-dimensional fac 
similes of terrain, which they make themselves or purchase from 
hobby stores, 

Since terrain can give an advantage to one army or another, 
you need to be fair when you place it. The best method for gen 
erating a landscape that both sides are happy with is for one 
payer to lay out the terrain and the other to choose which side 
of the battlefield he or she will start on. Both players decide 
ahead of time what sorts of terrain to use and how much 

Placing Terrain: There are only two rules for placing terrain. 
Nopiece of impassable terrain can be within 2 inches of another 
piece of impassable terrain, nor can one be within 2 inches of the 
battlefield edge 


}IUILDING ARMIES 

| tach player chooses creatures to make up his or her army. Follow 
the same directions as for building a warband in the skirmish 
rules, with the following exceptions. 


tureless plain 
litle vegetation thet 


dling interesting terrain is 


EXAMPLE ARMIES. 

Here are two sample small armies using creatures from the 
Harbinger set, The first army belongs to the Lawful Good faction, and 
the second to the Chaotic Evil faction. 


Creature Command Cost Total 
1 Sword of Helroneous Cmdr? ar 49 
2 Cleric of Order Cmdr 5 Mn BB 
2 Cleric of Yondalla mdr 3 ur 68. 
1 Hound Archon non 
1 Ember, Human Monk a OB 
3 Dwarf Avefighter 2 96 
6 Halfling Veteran Nn 66 
6 Sun Soul Initiate a 8 
12 Man-at-Arms 3 36 
00 


Army Point Total 
Building armies for a mass battle costs a lot more than creating 
warbands for a skirmish. The size of the army depends on how 
Jong you wane the battle to last. 

Small Battle: S00 points 
Medium Battle: 1,000 points. 
Epic Battle: 3,000 points or more. 


Number of Creatures 
Unlike in the skirmish rules, there is no upper limit to the 


number of creatures you can have in an army 


Purchasing Units 
Creatures other than commanders are purchased as part of units 
The minimum number of creatures ina unit depends on 
whether the unit is formed or unformed and on what size the 
creatures are, as shown in Table 6-1. A unit always contains idety 

tical creatures, 
If you have more than one unit made up of the same kind of 


creature, be sure to note how many creatures each unit started 
with so you can tell when a unit reaches half casualties (see 
Morale}. For example, you could purchase two Gnoll units, one 
containing six creatures and another containing nine 


TABLE 6-1: MINIMUM CREATURES IN A UNIT 


Creature Size Formed Unformed 
Smal 6 (one rank) 1 
Medium 5 (one rank) 1 
Large 3 (one rank) 1 


Many creatures (such as Magical Beasts) can only be in unformed 
units, while some can be in either type of unit. If you are pur 
chasing creatures of the second sort, you dont have to decide 
right away what type of unit to build. As long you have enough 
creatures to fill at least one rank of a formed unit, and no more 
than the maximum number of creatures allowed in an unformed 
unit (see Table 6-3), then you can deploy the unit either as 
formed or unformed, as you see fit 

For example, you purchase a Gnoll unit containing nine crea 
tures (the maximum allowed in an unformed unit of Medium 
Humanoids can be in either formed or unformed 


creatures} 
units, and only fi 
rank. You see thar your opponent is deploying an Elf Archer unit 


Medium creatures are required to form a 


# Creature Command Cost Total 
2 Tiefling Captain Cmdr 4 ae 82 
1 Cleric of Gruumsh Cmdr 3 as at 
1 Minotaur et 
6 Drow Archer “4 BA 
11 Wolf Skeleton 9 99 
S$ Orc Archer 8 40 
S Ore Berserker 8 40 
12 Ore Spearfighter 5 60 
12 Ore Warrior 3 
499 


“Includes an additional 20 points for mass battles commanders. 


y the Gnoll unit unformed so th 


Mass Battlefield Sakae pee 


+1-foot» 


se. Commanders are more powerful in mass battles than 


shes because they command more creatures 


You can spend up to 20% of your points on multiples ofa pat 
vlar miniature (for example, up to 200 points in a 1,000:po 
army). A 1,000 

Archons (31 poin 
commanders when determining the points for multiple 


int army could have no more than six I 


seach). Include the 20-point additional cost 
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ictory conditions, These set the rule 
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unformed melee unit 4 what it means to be attach 


t's your turn to deploy and you have dep 
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this way. Determine whet 
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Two armies deploy on opposite sides of the battlefield 
The army on the left has one heavy melee unit [formed 
J) backed up by two ranged units. Skirmishers unformed melee j 
Units] are st up to protect the ranged units and to threaten J 
formed units from the sides, and a big lone creature serves as 
4 shock troop. The army on the right has three formed melee | 
nits, with skirmishers to screen them against ranged attacks 


and to prevent them from being attacked from the sides. 


Deployment Zone 
Ina two-player battle, you each deploy your army's units within 
12 inches (1 foot) of your starting point along the battlefield 
edge and no closer than 12 inches to either of the short edges. 
(if using a smaller play area, players deploy units only within 
Ginches of their starting points.) In a multiplayer free-f 
players set up along the sides as well, spacing themselv 
around the perimeter. 


ROUND SEQUENCE 


Once the battlefield is set and units are deployed, the time for 


battle is at hand. Follow the round sequence summarized below 


1, Initiative: Each player rolls 1d20 to see who goes fist. 
2. Determil 

divided by 3 
3. Activate Units: Each player comple 


jumber of Phases: Largest number of units 


a phase, in order of 


play. On each phase, a player can activate up to three units. No 
unit can be activated more than once in a round, Activated units 
can move, move and attack, charge, rally, or take some other 


action. Damaged units may be eliminated or forced to make 


morale saves. 
4. End of the Round: Go back to step 1 to begin a new round. 
Play continues until victory conditions are met. Let the best 
army win! 


UNITS 


ry miniature represents 


‘Armies are composed of creatures. Ev 
an individual combarant, and these ¢ 


ures are grouped into 
units. A unit is always composed of miniatures that have the 


same name (although a commander may be attached). Therefore, 


the members of a given unit hav 
including attacks, Armor Class, creature type, and so on. 


the same cha 
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In mass battles rules, creatures do not fight as individuals; they 


form coherent units that may be led by commanders. A unit 
maneuvers asa single entity, Formed u 
organized into one or more ranks. They are powerful when they 
attack head on, but they are slow and are vulnerable to attacks 
from the 
head-on fight and more likely to bre: 
and more maneuverable than formed units. You decide whether 
a.unit is formed or unformed when you deploy iton the battle 


field, and you cant voluntarily change its state afterward, 


TRAYS 


For ease of play, yo 


consist of miniatures 


nd rear: Unformed units are less powerful in a 


and run, but they're faster 


can place miniatures in a unit on a tray. A 


tray measures 5 inches by 5 inches. The appendix provides three 


examples you ca 

No matter what type of creatures you are fielding, and whether 
they are in formed or unformed units, the 
gi 
physical trays, the mi 
the tray would cover. 


iniatures in any 
fir on the standard tray. Even if you dont use 
atures in a unit must fit into a space that 


Array isa convenience and doesnit representa physical object. 
Thus, if unit doesnt completely fill a tray, the empty portion of 
the tray doesnt block movement of other units, doesn't block line 
of sight or line of effect, and doesn't prevent an enemy unit from 
attacking another unit's side, (The tray of the attacking unit can 
overlap the unfilled portion of the defending unit’ tray 


FORMED UNITS 
A formed unit has at least one 1 
miniatures arranged side by side 
When a formed unit takes 


kof creatures (a number of 


‘a row) and possibly several 
ough casualties that it can no longer 
gle rank, it becomes unformed. 


support asi 
Assingle line of creatures at right angles toa rank is referred 10 
asafile 


Number of Creatures ina Formed Unit 
To qualify as formed, a unit must have at least one rank, and as 
many creatures in its front rank as will fit across the front of the 


standard tray (5 inches). Likewise, a formed unit can have no 
more ranks than fir the depth of the standard tray (5 inches) 
Medium creatures use miniatures with a base 25 mm (roughly 1 
inch) in diameter, so a formed unit of Medium creatures must 
contain a minimum of five miniatures (one rank) and a maxi- 
mum of twenty-five miniatures (ive full ranks), 

‘Table 6-2 below gives the minimum numbers of creatures in 
a rank and a formed unit, The tray templates at the back of this 
book show formed units of Small, Medium, and Large units 
Creatures that are Tiny or smaller do not generally take part in 
‘mass battles, Those that are Huge or larger are always lone erea- 
tures rather than being parts of units. 

Formed units enjoy a bonus on morale saves, depending on 
how many ranks they contain (see Morale), Each rank after the 
first must contain at least one creature, and a new rank cannot be 
formed until the previous rank is filled, For example, one to four 
Medium creaturesare not enough for a single rank, five form one 
rank, six to ren form two ranks, and so on, 


Creature Maximum Maximum 
Sine Ranks Creatures 
‘Small 6 36 
Medium 5 5 2 
Large 3 3 9 

Facing 


A formed unit has a distinct facing, which is important for deter- 
mining modifiers to attacks and morale saves. It has a front 
(defined by the creatures in its first rank), wwo sides, and a re: 
Formed units gain a bonus on attacks and Armor Class when 
fighting enemy units to the front but are at a disadvantage 
when fighting units toa side or the re 


Titus, by 8. Tappin 


Incomplete Ranks 
Creatures in an incomplete back rank can 
freely move from one side of the unit to the 
other, For instance 
unit has four comple 


fa 


Svar Soul Initiate 


ranks and an incomplete fifth rank with two creatures init, then 
the creatures in the incomplete rank can move to either sides 
needed to defend, Ifthe unit is attacked on both sides, one cree 
ture can move to the left and the other to the right, allowing five 
creatures to fight on each side 


Becoming Unformed 
As creatures are destroyed in battle, you remove them from a unit 
When a unit loses so many creatures that it no longer has a com 
plete first rank, the unit changes state from formed to unformed 

Any time a unit becomes unformed, it must immediately 
make a morale save (see Morale), 


Creatures That Can't Be in Formed Units 
Only Humanoids, Monstrous Humanoids, and Undead cree 
tures based on Humanoids or Monstrous Humanoids can be 
part of a formed unit, (When in doubt, look at the D&D Quick 
Reference side of the stat card to determine what type an Undead 
creature is based on; for example, the Zombie is based on a 
human commoner.) Creatures of other types can only take the 
field as unformed units, 

Some sorts of creatures can never be in formed units even if 
they are of the types mentioned above. 

‘A commander cant be in a formed unit because it is trained 
operate freely, not to work shoulder-to-shoulder with other crea 
tures, In fact, a commander cant be in an unformed unit that 
contains more than one creature. A commander can be a lone 


creature, or it can be attached to a ur 


Creatures with player character classes or prestige classes cant 
be in a formed unit because they tend to be individualistic adver 
turers. They excel ar fighting on their own terms, usually with a 
small band of versatile peers. They dont drill in formation the 
way members of an army do, (The D&:D Quick Reference side of 
the stat card tells you what classes a creature has.) 

Troops with unlimited ranged attacks cant be in a formed 
tunit—they always fight in open formation (as unformed units 
so they have room to aim and use their bows or other ranged 
weapons 


UNFORMED UNITS 
Unformed units have no standard order and do not contain 
ranks. They are fasterand more maneuverable than formed units 
but not as capable in combat. 


Number of Creatures in an Unformed Unit 
Unformed units, with their loose organization, have fewer cree 
tures than formed units, An unformed unit could consist of just 
lone creature (though a few special rules apply; see Lone Cree 
tures, below). 

Unlike a formed unit, an unformed unit doesnt snugly fills 
standard tray (ora portion thereof). Creatures in an unformed 
unitare spaced out loosely on the tray, as shown in the accom 
panying diagram, 

Table 6-3 below gives the minimum numbers of creatures in 
an unformed unit. The templates at the back of this book show 
unformed units of Small, Medium, and Large units. 


‘Taste 6-3: Creatures IN UNFORMED UNITS 
Creature Maximum 
Size Creatures Creatures 
Small 1 16 
Medium 1 9 
Large 1 4 


Facing 
An unformed unit does not have facing as a formed unit does, It 
has no front, sides, or rear. 

An unformed unit does not gain bonuses on morale saves for 
multiple ranks, nor bonuses to attacks and Armor Class when 
fighting an enemy to its front (in effect, it has no front), On the 
other hand, italso doesnit ake penalties for being attacked on the 
sides or rear (since it has neither 

Nevertheless, an unformed unit does have a leading edge, 
which important for measuring distances and for controlling 
movement. At the end of an unformed unit's turn, all creatures in 
ithave to be as close as possible to one of the tray’s four edges. 

That edge then becomes the leading edge of that unit. This 

arrangement of miniatures resembles the ranks ofa formed uni 

bur the creatures in an unformed unit can rearrange to establish 

a diffe leading edge in each round. 

For example, three Medium crea 


tures in an unformed unit end their 


turn as close as possible to one edge 
of the tray, forming a line of three 5, 
facing out along that leading 

edge. If another unit at 
tacks “from the side” (that 
is, not against the | 
cxge), then on the ed 
unit’s turn these creatures 


can rearrange themse 
line that directly oppo: 
creatures in the ene 
thus allowing all of the crea- 
turesin the unformed unit 
toattack. 

If there arent enough 
creatures in an unformed 


y unit, 


unit to fill an 
Medium e 
tw three Small creatures), 


ige (two 
eatures oF (wo 


then those creatures line 
pas near as possible to each other along the leading edge, with 
only one gap between them, as shown in the diagram labeled 
Legal and Illegal Units 


lone Creatures 
Aunit may contain only one creature, either because it was con- 
structed that way or because of ill fortune on the battlefield 
Unattached commanders are also lone creatures, Lone cteatures 
ae generally treated as unformed units but are subject to a few 


special rules 
Lone creatures activate as normal units do, though command 
ers still activate freely. 
Alone creature is easily overwhelmed. Twice as many eres 
tures in a formed unit as usual can make melee attack rolls 
again ture (but not more than the number of cree 


tures in the unit 


a lone crea 


SQUAD-LEVEL MASS BATTLES 
Ifyou want a faster, leaner, more free-wheeling fight, use these alter 
ative rules, 

No Formed Units: Formed units aren't legal, Unformed units are 
aaled squads, (The battle plays faster if units don’t have facing.) 


No Trays: Without formed units, you can probably do without trays. 


A ranged unit may ignore lone creatures when attacki 


res do not provide cover in melee to 


nearest unit, and Jone cr 
units behind them 
Acommander cant attach toa lone creature. 

tue reduces its hitpoints. Asin the skit 
mish rules, a lon fe when its 
hit point rota first drops to one half or less of its starting amount, 
and it routs ifthe save fils, A lone creature doesnt make morale 
saves for the same reasons that normal units do, nor does itapply 
unit modifiers to morale saves. 


Damage toa lone c 


hire must attempt a moral 


UNIT SPACE 


est width and 


The 5 thata 
depth, dey 
whether itis formed or unformed. An enemy contacts 


at the border of that space, regard 


nit takes up is equal to its gre 
ding on the number of creatures in it and 


1 less of the actual location of the minia 

tures within the unit 

Each rank in a formed unit is S inches wide, 
even if t is incomplete. For example, formed 
= Ore Warrior unit containing eleven creatures 
has two complete ranks of five creatures each 
and an incomplete thied rank containing one 
ide and 


It takes up a space 5 inches 


creat 
ff Biches deep. 

In an unformed unit, the width is equal to the 

I width of the leading edge (ust 

ally 5 inches) and the depth is 

the total of the creatures 

f/ and intervening spaces. For 

example, an unformed Elf 

Archer unit containing four 

creatures would be 5 inches 

wide and 3 inches deep (1 

inch for the leading edge of 

three creatures, 1 inch for the 

intervening spaces, and 1 inch 
for the fourth creature.) 

If an unformed unit has 

it, itis 


a 
Jess than § inches wide, For instance, an unf 
unit with two Medium miniatures in it would be 3 inches wide 
2 inches for the two miniatures, plus. t-inch gap between them, 
When measuring between one unit and another. measure 
between the nearest points of each unit’ space 


INITIATIVE 
At the beginning of each round, each side rolls 1420 to deter 
mine initiative. The details of winning and c 
tive depend on whether you're playing 
multiplayer bs 


med 


allenging initia 


two-player or 
He 


Two-Player Initiative 
Whoever has the higher roll wins. Ties are rerolled 


——————— Oe 


Just bunch together creatures in a squad, Still, the normal rules for unit 
combat apply, such as number of attackers, damage, and casualties. 
‘Smaller Armies: Since your units usually have fewer creatures in 
them, squad-level battles work better with a lower point cost. Try 300 
to 1,000 points instead of 500 to 3,000 points, 


= 
s 
= 
= 


Ifyou lose the roll, you may challenge initiative by having a 
commander spend 1 command point (see Commanders). You 
then can reroll your initiative roll. Ifthe result of the second roll 
is equal to or less than your opponent, you lose initiative and 
canit challenge it again in this round. Ifthe second roll is higher 
than your opponent's roll, you win, but your opponent now has 
the option to challenge initiative. (If your opponent wins, you 
can challenge it again, and s0 on.) 

Whoever finally wins initiative determines who takes the 
first phase 


ultiplayer Initiative 
With more than two players, the sequence for chal- 
lenging initiative goes like this: 9 

5 roll for initiative, If any two players 
rs reroll 
2. Each player, starting with the lowest roller and going up, 
ides whether to challenge initiative, at a cost of 1 command 
point. A player who decides to do so must make the challenge 
immediately (no waiting to see what other players decide) 

3. A player who rerolls and doesnt beat the highest initis- 
tive rol is out of the running and can no longer challenge ini- 
siative 

4. A player who rerolls and beats the highest initiative roll 
takes the lead. The next player in order now decides whether 
to challenge this result. If all players have had at least one 
chance to challenge initiative, player who previously made a 
successful challenge but is not in the lead ean decide to chal- 
lenge again. Repeat steps 2 through 4 until all challenges have 
been resolved. 

5. Whoever finally wins initiaris 
takes the first phase. 


PHASES 

Determine the number of phases for each player at the begin: 
ning of each new round of combat. The player whose army con- 
tains the most units divides the total of his or her units by 3, 
rounding up. The result is the number of phases for that round, 
Each player has the same number of phases, For example, ifthe 
player with the most units has seven units, each player has three 
phases (7 divided by 3, rounded up, is 3). 

You divide the number of units by 3 because you can activate 
up to three units ina phase, This way, there are enough phases in 
each round that the player with the most units can activate each 
of those units once during the round, 

When determining the number of units on a side, disregard 
commanders. They activate freely, so they dont count when 
determining the number of phases in a round, However, lone 
creatures that arent commanders do count as units (since they 
activate normally) 


ACTIVATING UNITS 


Players complete phases in order, activating up to three units in 
each phase 


c determines which player 


Titus by S.Tappin 


Phases and Activation 
On each phase, you may activate up to three units. You dont have 
to activate all three (or even activate any at all), but you have to 
activate each unit before the end of the round. A unit cant acti 
vate more than once ina round 

For example, if you have seven units and there are three 
phases, you could activate three in the first phase, three in the 
second, and the last one in the thied. Alternatively, you could 
activate one in the first phase, then three, and finally the last 


Tiefling Captain 


three. Or two in the first, three in the second, and two in the 
last, Any combination is possible as long as you activate all your 
units once during the round, 

You have to activate enough units in a phase to avoid leaving 
units unactivated later. For example, if you have seven units and 
three phases in the round, you must activate at least one unit on 
the first phase, (That way, you can activate all your remaining 
units in the next two phases) 

A commander attached to a unit activates when its unit 
does. You can activate any number of unattached commanders 
freely on your phase (before, during, or after you activate other 
units). You can even activate unattached commanders during 
a phase when you activate no other units. See Commanders fot 
more information, 


Units Under Command 
When you activate a unit, @ commander spends command 
point (or sometimes more) to putit under command. A unit that 
is under command can perform one of the following activities. 

—Move its speed and then make one attack, or make one 
attack and then move 

—Move up to double its speed. 

—Not move and make multiple attacks, ifit ean do se. 

—Charge. 

Instead of making its attacks, a unit can take a standard action 
to casta spell or use a special ability, such as Gaze Attack 

When a unit is activated, it takes all the actions it is allowed 
immediately; it cant wait fora later part of the round, 

‘A commander must be within command range to put a unit 
under command. A commander's command range depends on 
whether its attached and (if irs attached) whether it's leading 
from the front or rear. 

When you activate a commander, no one has to spend com 
mand points for it to act. 


Units Out of Command 
If you activate a unit (other than a commander) without having 
commander spend command points to do so, itis out of com- 
mand. A unit that is out of command has limited options. It can 
only take one of the following compulsory actions. 


Rout: If the unit is routing, it continues to rout (see Morale 


Attack: If the ur 


outing and engages one oF more 


t 


those units. It also must shift as much as it is able (up to 1 inch 


to be in contact with the maximum number of enemy creatures 


‘See Movement, b 
Shoot: If the w ing, isn't engaged, a 
attack at the nearest enemy unit, it does so, 
d: If the un 


from its current 


low, for detailed rules on shifting, 


nit isnt rou! can make a 


outing and cant attack an enemy t 
standin, 


on, it must stand, Howevei 


can adjust its position slightly. A formed unit may move forward 
backward up to 1/2 inch. An 


to 1 inch in any direction, A stand- 


up to 1 inch, pivor f ove 


unformed unit may 


tion where normally it could attack 


anit may 


attack, even if this movement puts it in a loca 


nmanders never require command points, not even their own, 


forced to take compulsory actions, 


—_____MOVEMENT 


icclash un 
heir attacks. 
can move an 


toact. They are neve 


move close enough to each other to 


attack, attack and then 
o other actions (orifit charges 


move at double speed if 
Allint 


moves can be premeasured, You don't have to esti: 


what actions to take. 


‘ORMED l 


Aformed 


NIT MOVEMEN 


pt ahead unless it takes a special move 


ption: drift, pivot, or back up. 


Any time a f 


med unit moves straight ahead more than its 


peed (such as by n ing a double move or a charge), it can 
drift, ending its move up to 1 inch to the left or right of the 
ath. Drift does not count against the unit's movement capacity 


ts the line but veering off 


ta slight angle rather than directly forward, For convenience, 


imply move the unit 1 inch sideways at any point in its path 


but only once 


med uni sot, wheeling around one of its front cor 


can p 


«rs to change directio 
To pivot, choose either front corner as the center of the pivot 
hen swing the unit’ front forward around the pivot point, as 


own in the m. Deter distance moved in a pivot 


measur ne traced by the corner ofthe unit's space that 


most distant from the pivot point. This distance counts against 
the unit's movement for thar turn. Once the pivot is completed, 


he unit can ¢ ts movement, with its new facing, to the 


mit allowed b 


A unit may pivor m as long as it has eno 


formed unit may back up instead of moving forward, Backing 
works the same as moving forward, except that it costs twice 


smuch as moving forward. 


Mformed unit cant drift while backing up, because even with 


double move it cant move farther than its speed, A formed unit 


ause a pivot is made around a 


can a formed 


An unformed unit can pivot around any point. £ 


or even di 


MED UNIT MOVEMENT 


med units have no facing and so.can move in any direction 


ey do not need to dri 


1 back up as a special maneuy 


noved by measuring the line traced by the corner 
spa 
ts against the unit's movement for that turn. 


that is most distant from the pivot point. Th 


0 pivot as often as forme 


This means they can move sideways 


1ey have no faciny 


ally without pivoting firs 


MOVING AND FRIENDLY UNITS 

A formed unit cannot move through a friendly unit unless the 
friendly unit isan unattached commander, No unit other than an 
unattached commander can move through a formed unit 

An unformed unit can move freely thre nother friendl 
ui nit, but it cannot end its move over a the 
2c d by the other unit 

Even lone creatures cant move through formed 


nit move through a lone crearure 


ed commanders can move through friendly forme 


units. As with two unformed units, however, the unattached 


ler and the formed unit cant end a turn occupyin 
) ENEMY UNIT 
IN YD ENEMY UNI 


cond, if the units aren‘ lined up edge to edge, the moving 


1 swings around until they ate lined up 


he enemy unit is f 


ed, | 
can attack. Each creature th 


Mas-at-Arm 


nly a single attack roll as part of the attack 


he moving unit converges, this attack happens} 


opportunity, 


after the pivot. 


init avoids this attack if it has a Melee Reach rating 

igh as that of the defending unit | 
Unlike in the skirmish rules, a unit with Melee Reach doe 

not fight at a distance. Even if both units have Melee Reach 


the moving unit converges to bring its edge flush against th 


ther's edge 


AG 


Any unit may charge the nearest enemy unit {0 cover more 


| the nearest enemy unit itca 


If two or 


lly near, the attacking 


chooses which one to 


any line traced between the unit's starting and ending 


h terrain that slows or prevent 


ainsa unit (even a friendly one ora lo 
lowed, 


es the enemy unit, it makes 


attack rolls (also known as a mass 


Third, the moving unit makes m onus. A unit with multiple melee attacks can 


was part of a charge, 0 ise on 
which can include drift 


A formed unit c 


jove backward as part of a charge. An 


p when any part of 
an enemy unit, It now engages the enemy 


Once a unit has moved 


verge with that unit. C ing to line 


idge with the er $ are 


¢, the nit have t 


The converg m in one dire 


depending r to the 


2 


edges are equally c 


a) 


Normally a formed unit can orward around a front 


‘orner. These restrict erging. (A formed 


unit that is converging 


AA 
me 


the point of contact. 


A unit that starts its turn engaging an enemy unit at an angle 


Parad 
ch 


must either conve age (see below). However, it 


cannot converge if d cause it to disengage from 


another enemy unit 


st the 


speed or les attack agai 
enemy unit. (If creatures in the converging unit have multiple 


Ifa unit moves to engage 


Reach special ability, the en 
attack of opportunity against it before 


charging the) Manat 


savin 


unformed unit can move in any direction and usually does not 
need to pivot, but it can. 


A unit can't charge if it starts its turn. by ane 
unit, (All it can do is either attack that unit or disengage; see 
below.) A unit canit charge ifit cant see an enemy unit atthe start 


ofits turn 
if anything prevents a unit from charging the nearest enemy 


Engaging the Enemy 
ing unit is formed and can get more of its creatures 


into melee contact (see below) with the enemy unit by drifting. 
itmust do so. 

Ifthe charging unit is unformed, it must charge the nearest edg 
ofthe enemy unit. Ir cant, for example, charge to contact 
the 


units side if there is a shorter path to ned un 


asualties and Morale S 


the charging unit causes any casualties to the defending u 


it. 
rale save. If the 


the defending unit must make 
asualty ro the 


unit fails to cause even one ¢ 


the charging unit must make a moral Lone creatures, 


however, do not cause or make morale saves when they charge or 
ire charged 

In either case, a unit must make two morale saves instead of 
one if the other unit's level is 5 or more higher than its own (see 
Charging and Morale Saves 


)ISENGAGE 
Aunit may attempt to disengage from (move out of contact with 
an enemy unit that it starts the turn engaged with, bur doing 


isrisky. 
Before actually moving, the disengaging unit first must make 
amorale save with a~# penalty. Regardless of the save’ result, the 


rolls (three forthe) 


7 


ging then gains an attack 


unit. The 


gaging unit as norma 
tack roll (not 


fe can make only asin 
This attack of opportunity 
other attacks the unit might be able to 


except that each creat 
I the melee attacks it 


1 have 


in the round. 


g unit can take no actions other than moving 


ean attack and then move away, It can 


F 


up to its speed and may even drift, pivot, or back up (if i's 
a formed unit 

A disengaging unit must end its movement at least 1 inch 
ing. If it 
penalties or space limitations, then the 


m the enemy unit from which it is diseng: 


due to mover 


ATTACKS AND DAMAC 


The rules for melee and ranged attacks in mass battles are simi 
lar. This section begins with a discussion of melee attacks and 


attacks differ 


then describes the ways in which rang 


When a unit attacks an enemy unit, all eligible creat 
make their attack rolls simultaneously. Usually this involves 
A set of melee attacks is 


rolling several d20s at once some 


times referred to as a “mass strike.”) Each roll is modified by the 
unit's attack rating (mele 


pared to the defending unit's AC. Each hit deals damage to the 


ot ranged, as appropriate) and com 


defending unit. 


Hit 
Every time an attacking unit rolls a natural 20(an unmodified 20 
lo 
age. Some creatures are immune to ctitical hits and do not 


f 1420), thar attack automatically hits and deals double 


ouble damage, but a natural 20 still hits. 


MELEE CONTACT 
When hostile units engage each other, use the rules for melee 
contacto determine how many creatures in each unit can attack. 


age 


though creatures in a unit are on round bases, thi 


are con- 
sidered to be in melee contact with enemy creatures whose 
frontage touches their own. A creature’ frontage isthe portion of 


its unit's edge that corresponds to the width of the miniature’ base. 


fining Up Units (Offset) 
When hostile units engage each other, line them up so that their 
creatures’ frontages overlap, never directly opposite one another. 
This allows melee contact between the greatest number of indi 
vidual creatures. Ifthe frontages of one unit line up exactly with 
those of the other, then the unit that moved into position lines 
up slightly to one side or the other to offset the frontages. 


‘ormed Units 
A formed unit can make a number of attack rolls equal to the 

ber ofits creatures in melee contact with the enemy unit, plus 
one for each adjacent creature in the same rank as those creatures 
(orin the same file, ifthe attack is against the unit’ side), 

There may be a creature on one or both sides of a group of er 
tures in melee contact, so the unit may be able to make one or 
two more attacks than the number of creatures in actual contact 
See the accompanying diagram mple. 

Facing Modifiers: Formed units are most effective when 
attacking enemies to the front, but they are more vulnerable to 
attacks against the sides and rear. 


A formed unit attacking an enemy unit to its front gains a 
+2 bonus on its attack rolls. Attack rolls against enemies to the 
side take a—2 penalty, Attacks against e tothereartakea mele 


e, a formed unit gets a +2 bonus to its AC when 

d from the front, a -2 penalty to AC when attacked in 

rom the side, and ~4 penalty to AC when attacked in 

4 penalty melee from the reat. (These modifiers and others are summa 
rized on Table 64 

Rarely, a formed unit has melee contact with an enemy unit 

only on a corner, In this case, the contact is considered to be 


along whichever edge is closer to the enemy unit. See the accom 
g diagram for an example, 
sumSoul Hnitiateunity Reach; If a formed unit consists of Small or Medium 
( (staan) Ait creatures with Melee Reach 2 or better, it can make additional 
melee attack rolls against enemies to its front. The second rank of 
ures can attack as if the 


ze in the front rank, determining 
y. Large units having Melee Reach 3 
efit. (In the best case, Melee Reach allows 
a formed unit to make twice as many attack rolls as normal 

Melee Reach does not allow units to make more melee attack 
rolls when attacking to aside or to the reat 


melee contact in the 


or better also get this be 


Unformed Units 
‘An unformed unit has empty space between any two creatures 


Sun'Soulnitinte\Unitsai peotreaturenmaclcerontact Unformed units, therefore, get fewer attack rolls in melee 
[eanerachie OrelMarrsopuneginedtun Sunsets} because they can't bring as much force to bear against the enemy 
We rtieesmectss ron fanmayroatac Since Oc) Since no two creatures in an unformed unit are really adjacent,a 
{Manin Deine attacked (rom che ron ichesanstonustoAC creature can attack only if it or the adjacent empty space is in 
y melee contact. (Treat the empty space as having a frontage equal 

[Ore\Warrion)Unit:oursreaturstan track the uate unit twits width 
Thmenimsemeaciimaseieane Melee Reach: Unformed units, because of their loose order, 


Geimentixenelysimbhaiocmt Essa cannot make extra melee attack rolls by using the A 
ability 


we Reach 


Engaged with Multiple Units 


A unit attacks all enemy units that it engages. A given creature 
however, c: 


contribute to attacks against only one enemy unit 


Ifa creature in a formed unit is in melee contact with one 
‘enemy unit and is adjacent to a creature in melee contact with 
another enemy unit, it cant contribute to attacks against the 
second unit. Ifa creature is in melee contact with rwo enemy 
units, it can contribute to attacks against either one but not 
against both. If itis 
two different units, itcan contrib 
ast both. (When the 
unformed unit, treat the adjacent empty spaces in the unit as 


djacene to creatures that are in contact with 


e to attacks against either one 


but not ag tacking creatures are in an 
adjacent creatures for purposes of this rule.) 

Before you make melee attack rolls against an enemy unit, 
you commit to which creatures are contributing to that attack. 
You cant roll first and then decide to add other creatures to 
the attack. 


Shifting 
A unit that starts its turn engaged by an enemy unit can shift to 
one side to put more of its edge in melee contact with the enemy 


unit. The distance of this shift is equal to the width of the base of 


one of the creatures in the unit. 

A shift does not count as movement. A unit of creatures with 
snultiple melee attacks can make all of its attacks after shifting, 

A unit cant shift if doing so doesnt increase the length of the 
edge that’s in melee contact with the enemy. A unit also cant shift 
when doing so would take it out of contact with a second enemy 
unit or reduce the length of the edge thar in melee contact with 
any enemy unit 


fivoting around a Point of Contact 
An unformed unit can pivot around a point of contact with an 
‘enemy unit if doing so brings more creatures into contact with 
the enemy unit, It cant perform this pivot if it would be disen- 
gaging from other 
mally against the unit’s movement in a round, 


ts by doing so. This me 


ment counts nor 


Units of Differing Size 
Often a unit made up of smaller creat 
melee contact than an opposing unit with bi 
For instance, when a formed unit of Small creatures (six per 


ss has more of them in 


er creatures has, 


rank) is lined up front to front with a formed unit of Large crea 
tures (three per rank), all six Small creatures are in contact with 
the three Large creatures. All six Small creatures contribute to 
the melee attack, making six attack rolls, while the three Large 
creatures respond with three attack rolls, 


Narrow Gaps between Units 
Sometimes terrain or another unit prevents a unit from con 
verging completely with an enemy that it engages In this case, 
creatures along the nearer edge are considered to be in melee 
contact if they're within 1 inch of the enemy unit. (Walls, other 
creatures, and other obstacles that would prevent a crea 
moving up to the enemy prevent this contact. 


GENERAL MELEE RULES 
Allunits abide by these rules for melee combat, whether formed 
or unformed. 


jure from 


Multiple Melee Attacks 


Some creatures have multiple melee attacks, indicated on the stat 


arated by a slash (such as 


card by two or more numbers se 
Auunit of such creatures first makes a mass strike 
the number preceding the slash. After the 
applied (including any morale saves by the defending unit), a 
unit may make another mass strike using the number following 


sing 


fects of damage are 


the slash, and so on for each attack available. All of the attacks 
made by a creature in the unit must be made against the unit the 
creature attacked during the first mass strike 

Ifa unit with multiple melee artacks moves at all in its turn, it 
can make a mass strike only once (using the number preceding 


the first slash), Ifthe attacks deal different damage, it can choose 
which one to use. A unit that attacks more than once cant 
move afterward. 


M 


jee Attacks against Lone Creatures 
Lone creatures are easy for groups of enemies to surround and 
overwhelm. When a formed unit attacks a lone creature, twice as 


any creatures as normal can attack it 


The unit still cant have 
rack than it has creatures. 


ANGED ATTACKS 

Just as in melee, a unit makes all ranged attack rolls simultane 
ously, each modified by the unit's ranged attack rating. (A set of 
ranged attack rolls is also called a “volley") Most of the units that 
make ranged attacks are unformed, but some creatures with 
limited-use ranged attacks can be in formed units 


more cteatures a 


hosing a Target 
‘A ranged attack must be against the nearest enemy unit in line 
of sight and within range, The nearest enemy unit is the one 
that contains the nearest creature. When determining which 
unit is nearest, an attacking unit may ignore lone creatures (but 
itdoes not have to). A unit can target only one enemy unit with 
a volley; you cant split ranged atrack rolls to attack two or more 
targets at once. 

Commanders can give a unit of er 
(also called a “ranged unit”) a special or 
and target more distant units. 

Unformed ranged units may shoot in any direction without 
considering fa 


res with ranged attacks 
1 to ignore nearer units 


Determining Range 
Unless otherwise noted on 


creature's stat cand, all ranged 
attacks have a range of 24 inches. To determine if a target unit is 
within range, m 
ture in the 


Mus. by D. Hanley 


sure from the nearest base edge of the nearest 
f the 
inches 


mi 


acking unit to the nearest base ed 
nearest miniature in the target unit. Ifthat distance is 
or less, the ranged unit can attack normally 


Maximum Number of Ranged Attacks 
When an unformed unit fires a volley, the number of attack rolls 
fs limited by the size of the er g up the unit, as 
shown on the following table, Of course, if the unit contains 
fewer creatures than the maximum number of attacks allowed, it 
can make only as n y attacks as it has 


Maximum Number 


Creature Size ‘of Ranged Attacks 
Small 8 
Medium 6 
Large 4 


For formed units making 


Limited Ranged Attacks 

's in a unit have a limited number of ranged attacks 
then the unit itself has that limit. Each time the 
ey, this counts against the limit regardless of how 
atures actually attack. 


unit firesa v 


many c 


Multiple Ranged Attacks 

‘Some creatures have multiple ranged attacks, indicated on the stat 
cand by two or more numbers separated by a slash (such as +6/+1 
Just as with melee attacks, a unit of such creatures first fires a 


MODIFIERS TO RANGED COMBAT 


Melee Contact 


volley using the number preceding the slash. After the effects of 
damage are applied, it may fire another volley using the numbet 
following the slash, and so on for each attack available. 

A ranged unit with multiple attacks may select a different 
legal target for each volley. Usually the unit must attack the 
nearest enemy unit, but exceptions exist. For example, an El 
Archer unit might ignore a lone Troll to shoot at an Ore Spear 
fighter unit. Its first volley deals enough damage to cause the 
Ore unit to become shaken. In light of the Orc unit's lowered 
morale state, the lone Troll is a more serious threat, so the 
second volley rargets it 

Just as with melee attacks, if a unit with multiple ranged 
attacks moves tall in its turn itcan fire a volley only once (using 
the number preceding the first slash), Ifthe attacks deal differen 
damage, itcan choose which one to use. A unit that attacks more 
fterward 


than once cant move 


The following modifiers apply to ranged combat, (These mod 
fiers and others are summarized on Table 64.) 


A.unit cannot make a ranged attack if it is engaged by an enemy 
unit 


Units and certain terral 
statues, provide cover a 
harder to hit an enemy: The d 
to Armor ( 


features, such as walls, trees, and 


ks. Cover makes it 
fending unit gains a +4 bonus 


To determine whether a unit has cover from a ranged attack 
determine whether the attacking unit has clear line of sight 
Line of sight is clear if every attacking creature in the ranged 
unit can trace a clear path to at lea 
ing unit, Multiple a 


‘one creature in the defend 
ers can all use the same defend 
determine line of sight, Ifthe path between even one 
creature and a defending creatures passes 
through another unit (allied or enemy) 
or through terrain that provides cover 
see Terrain Effects on Cover), the 
defending unit has cover, 
Intervening Units: If one or more 
units (allied or 


tacking 


nemy) are in 


(Ore\Warnor unt rhreecreaturessn 
Genie timetaininG, 
(donorslt all siecreaturesshoott 


path ofa ranged attack, the defending unit has cover. Lone 
creatures do not provide cover for other creatures against 
ged attacks 


If intervening units exist, the attacking unit has the option of 


making fewer than the allowed number of ranged attack rolls, 


attacking only with creatures that have a clear line of sight to the 


Whenever a ranged unit attacks an enemy unit that engages or 
isengaged by an allied unit, the defending unit gains a +4 bonus 


wAC 


ged Attacks against Unformed Units 


Aranged s half as many attack rolls as otherwise 


allowed (round down, minimum one) against a defending 


unformed unit (including a lone cr 


JRMED UNITS MAKING RANGED ATTACKS 


While creatures with unlimited ranged attacks cant be in formed 


nits, some creatures have a limited number of ranged attacks 


sually one). These creatures can be in formed units. When 


ing a ranged attack, such a unit follows the general rules for 


anged attacks, modified as follows. 


When a formed unit makes a ranged attack, determine which 


cdge of the unit the attack originates from, This is the edge of 
re in the 


the appropriate modifier to the attack 


g a melee attack (42 if 


attacking unit that is nearest 10 the nearest creat 


defending unit. Appl 


Ils as if the ranged unit were maki 


atacking to its front, -2 if attacking to its side, and ~4 if attack 


All creatures in the rank or file along the edge from which 
attack originates, and up to one additional rank « 
whichever is closer to the enemy unit), can participate in a 
ranged attack. The number of ranged attack rolls 


Each volley of r unit's limit, 


ged artacks counts a 
atures in the unit part 


inst 


even if not all 


pated in the 


TABLE 6-4: ComBaT MooiFIERS 


Formed Unit Attacking . Modifier 
To front Attack +2 
Attack -2 
Attack 4 


Against lone creature Double attack 
Formed Unit Defending Against Modifier 
Melee attack from front +2AC 

Melee attack from rear 4 AC 
Ranged attack from front 2 AC 
Ranged attack from side or rear #0AC 


Attacker in Melee Combat Is 


Charging 
Shaken 

Routing 

Defender in Melee Combat Is Modifier 

Shaken -2AC 

‘Attacker in Ranged Combat Is Modifier 

Shaken Attack -2 

Routing No atta 

On higher ground Attack +0 
Defender in Ranged Combat Is: Modifier 

Behind partial cover +4AC 

Behind total cover annot be attacked 
Also in melee combat ac 


Takes half as man 


Shaken 2AC 
Routing 4AC 
DAMAGE AND CASUALTIES 

When a unit takes damage, itis reduced in strength, 
vidual members, Ina sense, creatures are 10 unit what h 

No matter how many creatures are in a unit, the unit as a 
whole hasa single hit point rating, which is equal to the hit point 
rating of any single creature in the unit. For example, ifa Man. 
at-Arms unit contains ten creatures, each with § hit points, the 


unit has a hit point rating of § 


Damage taken by a unit causes a loss of individual minia 


Each amount of damage a unit takes that is equal to the unit's 
A removed 


t rating removes one miniature from the unit 


¢ is called a casualty 
if the Man-at-Arms unit in the example above 


nts of damage from an enemy unit's attack, it takes 


Mas. byS.Tappin 


one casualty, and one Man-at-Arms miniature is removed. If it 


takes 10 points of damage, the unit takes two casualties. It doesnt 


matter whether the damage comes from multiple hits ora single 
successful attack. 

Formed Units: When a formed unit takes casualties, minis 
tures are removed from the unit's rearmost rank. 

Unformed Units: When an unformed unit takes casualties, 
miniatures farthest from the unit’ leading edge are removed frst 

Melee Contact: If possible, remove as casualties those minis 
tuces that are not in melee contact with enemy units. 


‘Advancing to Maintain Contact: Sometimes 4 unit may take 

enough casualties that creatures in an enemy 

midi engaging takeco Lenger is cualigein i 

tact. In this case, that enemy unit may ad- ¢/7 

vance so hat its creatures remain in contact, (7) 

This movement i free and occurs even if Wj 

irs not thar player's phase. An‘enemy of 

unit may advance in this way even iit (Ah 

didnit cause the casualties,andeven ifits \} {{ 

#formed unit moving sideways (which ic {49} RedSeninnad 
normally cant do), A unit cant advance in. \Y 


this way if it would be disengaging from 
other units by doing so. u w fF 


Tracking Damage 
than its hit point rating and is thus i 
cient to cause a casualty, In this 


uunit adds this amount of damage to the dam 

age dealt to it when itis next attacked. (You 
can use the damage counters from the Dé-D 
Miniatures Entry Pack to track this.) Damage ap- 
plies to the unit as a whole, not to any particu 
Jar creature in it. 


Last Creature 

duced to one miniature, it 

{is now a lone creature, 
If the dam: reduces a unit to 

alone cr also would have caused 


the unit to make a morale save, th 
Jone creature makes that save and 
takes the effects as a normal unit 


would. However, a failure reduces 


Down to the 
fa unit is re 


the lone creature's morale state to routing, even if the unit was 
not shaken 

Any remaining damage that would normally have been applied 
to the unit is instes 
to drop tha 
amount, it must make a morale save or rout (see Lone Creatures 
and Morale Saves, below) 


dealt to that lone creature, If this is enough 


atures hit points to one-half or less of its starting 


Ifa commander was 


tached to the unit, itis no longerattached, 
because a lone creature canit have a commander attached to it (see 
Attached Commanders, below). Place the commander anywhere 
within 1 inch of the lone creature 


SPECIAL ATTACK EFFECTS 


Sometimes a creature's attack has special effect, such as with the 


Ghoul Touch special ability, In this case, i's important to know 
not only how much damage a unit of those creatures deals but 
also how many creatures in the defending unit might be affected 
by the special effect. The number of affected defending creatures 
is equal to the number of hits scored minus the number of casu. 
alties taken by the defenders, 


For example, a Ghoul unit lands five hits on a Gnoll unit 
Each hit deals 5 points of damage, for a total of 25, Each Grol 
has 10 hp, so the unit takes two casualties. Since 
took only two casualties from five h 


he Gnoll unit 
three other Gnolls have 
to make saves to avoid the Ghoul Touch special ability. 

When some but not all creatures in a unit are subject ton 


effect, the defender usually chooses between having that whole 
unit take the effect or eliminating the affected creatures. Allcres 
tures eliminated in this way count toward victory for the attack 
ing player. See the glossary at the end of this chapter for detils 
on specific conditions 


MORAY 


When a units fortunes shift, or something unexpected hap 


pens, there isa possibility that its morale state 
morale 


vill change, The 
¢ of a unit is the general atitude of the cre 
tures in a unit. It usually changes only if the unit fails 
a morale save, Morale saves are special saves that units 
must make in response to triggering conditions, 
as set out below. 
Normal: Units exist in this morale state by 
default, when everything is going wel 
Shaken: Units in this state are uneasy, un 
willing to enter combat, and likely to bolt 
Routing: Units in this state are in full 
retreat, and unless rallied (see Rallying. 
below), rout off the battlefield, 
Aunit’s morale state 


an be improved 


by one step if it makes a special morale 
save called a rally check (see Rally 
ing, below 

Morale works differently for com 
manders and lone creatures than it does 
for units 


MORALE SAVES 
To make a morale save, roll 1d20 and add the unit's level 
rating, then compare the result to the morale saves Dif 
ficulty Class (DC). The DC for all morale saves is 20. 
the result equals or exceeds the save DC, the units 
morale stare is unchanged. If the result is lower 
than the save DC, the unit's morale state wors 
ens by one step. However, a unit that fails a 
morale save caused by a spell or special ability 
becomes routing regardless of its original morale state. 
As with any save, a narural 1 always fails and a navural 20 
always succeeds. 


A unit must immediately make a morale save when any of 
the following triggering conditions occut. These conditions are 
explained in detail below. 

It takes its first casualty. 
It takes casualties totaling half or more of its inital strength 
(number of miniatures) 

—lr takes casualty from an attack by a unit that just charged it 

—tcharges another unit and fails to cause atleast one casualty 

—It disengages from an enemy unit. 

It isa formed unit and becomes unformed for any reason. 

—An attached commander leading from the front moves to 


thi 


r, detaches, or is destroyed 


Ifthe enemy unit isat least § levels higher than the unit making 
the me 


save, the saving unit makes two morale saves instead 
of one (see Charging and Morale Saves, below 


“If the unit is not engaged, a commander that’s detaching or 
moving to the rear can cancel the move if the morale save fails 


see Changing Attachment, below). 


‘asualties and Morale Saves 
Taking casualties causes a unit to make morale saves, as the sur 
vivors question whether they're going to be next. 

First Casualty: A unit makes a morale save when it takes its 
first casualty. Simply taking damage is not enough to force a 
morale save; The unit has to lose a creature 

Half Strength: A unit makesa morale save when it takes cast 
alties forthe first time that bring it to half its original strength or 
below (round down), For example, a unit containing fifteen crea 
tures makes a morale save when it takes its eighth casualty, leav 
ing only seven creatures, 


Ifa unit takes its first casualty and is reduced to half strength 


in the same attack, it must make a morale save for both condi 


tions. For instance, a un 
tures that ral 
two morale saves. 


with an original strength of five crea- 


ss three casualties in the first attack against it makes 


Charging and Morale Saves 
Normally, any charge entails one or more morale saves 
Taking Casualties from a Charge: A unit makes a morale 
save if another unit charges it and causes at least one casualty 
with the attack that follows that charge. 
Ineffective Charge: A unit makes a morale save 
another unit but fails to cause a least one casualty with the 


it charges 
ack 


that follows that charge. 

Two Saves: If the unit making the save has a level at least 5 
ower than the other unit, then the saving unit (either the unit 
that made the charge or the unit that was charged) has to make 
two morale saves, one after the other. A commander attached to 
aunit does nor affect its | 

Lone ©: ures dont make or cause mora 
by charging or being charged 


for these purposes. 
atures: Lone c 


Disengaging 
A disengaging unit makes a morale save at a ~4 penalty before 
starting its move. (See Disengage, earlier in this chapter.) 


coming Unformed 

formed unit makes a morale save ifit becomes unformed, This 
usually happens when it loses 
longer maintain even a single rank. 


9 many miniatures that it can no 


‘ommander No Longer Leading from the Front 
{fa commander is leading a unit from the front, the unit makes 
4 morale save when the commander detaches, moves to the 
ce Attached Commanders, below, for 


rear, or is destroyed. ( 


more information. 


CUMULATIVE MORALE SAVES 

Morale saves that result from charging or becoming unformed 
vith any that result from casualties. For example, 
formed Man-at-Arms unit contains five tst-level 
reatures with 5 hp each. It is charged by an Umber Hulk (sth 


level), which deals 15 points of damage to the unit, enough to 


use three casualties, The Man-at-Arms unit, which now con 


sists of two creatu 


must make five morale saves: one for 


taking its first casualty, one for dropping to half strength, two for 
tuking casualties when charged by a unit at least 5 levels higher, 
and one for becoming unformed (the unit now has too few crea- 


tures o fill a complete rank), 


MORALE SAVE MODIFIERS 


‘A number of conditions can modify a morale save, as shown in 
the table below, All modifiers are cumulative 


Taste 6-5: MorALe Save Moviriers 


Condition Modifier 
Engaged enemy unit to the side = 
Engaged enemy unit to the rear 4 
Engaged enemy unit is on higher ground 4 
Unit is shaken 2 
Unit is routing 4 
Unit is formed +2 /rank 
Unit is disengaging 4 


‘Attached commander at rear 
Attached commander at front 
Special orders 


+1/2 Commander rating 
+ Commander rating 
By order; see Special 
Orders, below 


MORALE STATES 
Every unit exists in one of three morale states: normal, shaken, 
or routing, 


Normal 
A.unit in this state can act normally in all regards, 


Shaken 
A shaken unit is less effective in combat. It takes the following 
penalties: 

2 penalty 


all attack rolls. 
2 penalty to AC. 
2 penalty on morale saves 
A shaken unit cannot move to where an enemy unit engagesit 
(ifirsalready engaged, howew 


itis not required to disengage 
Ir can still move to engage an enemy unformed unit 
Routing 
A routing unit flees combat. Ir routs immediately when it 
descends to this morale state, even if the unit has not yet been 
activated. 

‘A routing unit moves at double speed along the most efficient 
path toward its edge of the battlefield. The most efficient path is 
the one that gets i closest to that edge, taking into account addi 
tional movement costs for terrain. This could be a path that is not 


straight, as long as it gets the routing unit closer to the edge than 
other paths. 
When a ro 
engage it, each enemy unit may make 
against the routing unit. However, if the unit is routing as the 
result of an attack from a unit engaging it, the 
attacked it doesnt get this attack of opportunity. 
A unit that routs off the battlefield is eliminated, A unit is off 
the battlefield 
over the edge 


nemy units thar 


1g unit moves away from 


ack of opportunity 


nit that just 


ny part of the base of any miniature in it goes 


A routing unit cant make any attacks, including ranged attacks 
A routing unit takes a—4 penalty on morale saves, A routing 
unit thar fails a morale save immediately moves again at double 
speed toward the battlefield edge. 
When a outing unit activates, it continues to mo 


double 


speed along the same path it had been traveling, 
mander successfully rallies it 

Whether a routing unit is formed or unformed, facing is ig: 
nored for the purpose of attacks 3 
penalty to AC 


st it. The unit takes a+ 


LONE CREATURES AND COMMANDERS 


ne step with aspecial Lone creatures and commanders make morale saves differently 


le state may be improved by 


le save called a rally check from units. 
Whene 


a shaken or routing unit activates, an 


ander may activate as well and attempt to tally thar unit. Creatures and Morale Save 


The ec 


mander must be in command range (see Command When its hit points first drop to half or less of its starting 


fails, it routs, 


Range. below), and it must put the unit under command. amount, a lone creature makes a morale save. If 


lly a unit isa standard action for a co Charging and being charged do not involve morale saves for 


Thus, der may move before or after attempt lone creatures, or for the units that charge or are charged by 


not also attack on that turn. them. Commanders cant attach to lone creatures, so morale 
mmander makes a rally attempt, the shak for attached commanders do not apply 


her morale save. If it succeed 


mand 


Alone creature (other than a con check 


in the same way as any other unit, bur if the check succeeds, i 
i 


wes by one step (shaken becon 


es shaken). Ift fails, the unit's morale state isunchanged. morale state returns to normal creature is never 
In any event, the commander completes its turn and the unit _shaken—it'seither fine, or its running away 


then takes its turn. 


CHAPTER 6; 
MASS BATTLE 
RULES 


Commanders and Morale Sa’ 


tits of Rally Check A commander's morale works like a lone creature's, even if itis 


Ifa unit’s morale state improved from shaken to normal, the suc attached toa unit, It makes morale save only v 


cessful rally check counts as a move action. The unit can now first drop to half orless ofits starting 


unt. Itis never affected 


fe up to its speed or make a single attack. when the unit to which it is attached fail 


norale state improved from routing to shaken An attached commander leading from the front gains the 


same modifier on its moral 


lly check counts as a standar 


action. The u aves 


p to its speed, but itcantt attack during its turn _per rank, (It does not, however, add the b oF having an 
i has multiple attacks), A formed unit that goes from attached commander leading from the front.) A commander 


muting t 
ection (unless it would be disengaging from other units __ whether it’s leading from the 


aken regains normal facing and can pivot to face _always adds its full Commander rating to its own morale save 


font or the rear, n ifs not 


attached to a unit 


irs morale state did not improve because the rally A routing commander moves at double speed toward its 


led, then it takes its turn as normal. Failing to rally doesnt the battlefield normally. If it was attached to a unit, it 


of the unit’ time detaches, Detaching counts as a move 


action, and also triggers a morale save 


ny 
feveunieciliocsnt 
ake 


for the unit left behind, A routing commander cant spend 


command points, put units under command, attach to a unit 


oruse its Commander Effect. It can attempt to rally itself on its 


own turn, adding its own Commander rating to the roll, If it 
succeeds, it is no longer routing but can take no further actions 


that turn. If it fails, it 
battlefield ¢ 


tinues to move at double speed 


toward th 


Every army 
one commander, or its 


buttlefield lifetime will be 


measured in just a few \~\\ 
rounds, If you've translated \" 

your D&D roleplaying charac- ‘BAA 
ter to use in mass battles, most“ 


likely he or she is a ¢ 
Unlike commande 
mish rules, comman 


battles have a numbe nand 


points equal to their Commander 


nating, which they use to pi 


under command and to help units fight. 
G 


egardless of whether they're currently 


sstivating 
A commander on the battlefield is either '¢ & 
anached to a unit or unattached, An attached 


nder activates and moves with the unit 


atrached commander behav 


re 


ture and can activate during 


ie without counting against the limit 


{three activations per phase, 


Table 6~6 summarizes what commanders of various sorts are 


capable of. Each of the table entries is explained in detail in the 


following section 


ACHED COMMANDERS 


smmander may be attached toa unit. An attached commander 


ts unit but is less able to command nearby units. A com- 


may begin a battle attached to a w 


unit ata later time, 


aching toa Unit 
Any time an unattached commander comes into con: 
tact with a unit in its army, it may take a move 
action to attach, choosing to lead either from the 


\Q\, front or the rear; Ifthe unit hasn't activ 


the newly attached commander can mo 
\<\_ the unit but nor attack with it 


and Attached 
Commande 

Only a single commander may be 
it. Place 


attached commander's minia 


attached toa given 


ture on the unit's tray 


An attached commander c 
toward filling ranks in a 
unit. Thus, a formed unit ¢ 


tains four Medium creature 


a commander has one c 
rank, (It do 


n the others.) Additionally, a commander can be 
attached to a unit that already has the maximum 
umber of creatures. The commander's miniature is 


= 
= 
& 
# 
= 
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Ave Sister 


on the unit's tray, while the additional miniature trails the unit 
until it takes casualties 


Unit Activation and Attached Commanders 
An attached commander activates when the unit it attached to 


activates 


Generally, you can choose to act commander just 
mes the commander 
ictivate first, such as when it attempts to rally a shaken 
or routing unit. Sometimes it must activate ar the same time, 
such as when a commander leading from the front rakes part in 
an attack 


before or just after its unit does. Some 


mus 


Movement and Attached Commanders 
A unit with an attached commander always moves at the unit's 
speed, even if thar is faster than the commander's speed. If the 
movement mode 
(such as flying, teleporting, or burrowing), they cannot move 
together using that mode, 


commander and its unit do not share a spe 


Morale and Attached Commanders 
Ifa unit is shaken, the attached commander is not. 
If a unit is routing, the attached commander must initially 
move toward the battlefield edge along with the unit. However, 
i 
vate normally, put units under command, give special orders, or 
even detach from the routing unit. 


itis not considered to be routing itself. The commander car 


ander Effects and Attached Commanders 


nit to which a commander is attached bes 


Comn 
The efits from its 
Commander Effect, regardless of whether the commanderis lead- 
ing from the front or the reat. If the Commander Effect is effec 

and the commander is leading from 

the front, it affects all enemy units that the commander's unit 
engages. An unattack 

Effect on all units 


tive against enemy creatures 


d commander can use its Commander 
ages. 


Unit Effects and Attached Commanders 
When an effect, such or a spell ora special ability, affects a unit, 
the unit's controller chooses whether it also affects an attached 


3», COMMANDER POSITION 
KEP av auached commander leads its unit ether from the from 


commander. For example, if an allied cleric casts legion’ conv 
tion on your unit, you can have the spell benefit the attached 
commander. But when an oppone! 


cleric casts legion’ curses 
petty failing on the unit, you can have your commander ignore 
that effect 


or from the rear, whether the unit is formed or unformed. The 
the commander's miniature indicates this but 
doesnt represent the commander's actual location. It merely 
indicates whether the commander is at the forefront of 
the action or hanging back. 
Whether itis leading from the front or rear, the distance 
to and from an ai 


hed commander is the same as the dis 
tance to and from the unit itself, The position of the actual 

iniature representing the commander is not relevant. For 
example, a commander leading from the rear can spend co 
mand points on other units within 6 inches of the unit to which 
it is attached. 


Leading from the Front 
{An attached commander leading from the front provides better 
support to its unit than one leading from the rear, but itis vul 
erable to attack, and it is unable to command other units. 

Ina formed uni 
attacks made against 
against arta 
ties to at 


a commander gains the unit's +2 bonus on 
nemies to its front (and the +2 bonus to AC 


from the front). However, it also takes the penal 
k and AC for attacks to or from the side or rear. 

Being Attacked: A unit attacking in melee can designate 
number of its creatures as attacking an attached enemy com- 
mander leading from the front, Any number of enemy units that 
are attacking the commander's unit can attack the commander 
Only creatures in melee contact with the commander's unit can 

tack the commander. Up to six creatures can be assigned t0 
attack the commander ina given round. 

A commander leading from the front is nor subject to ranged 
attacks or spells directed at its unit. Ifenough damage is dealt to 
the unit to eliminate all its creatures, any excess damage does not 
“spill over” onto the commander. 

‘Attacking: A commander leading from the front may substi 
tute its own attack for that of a creature in the unit. A commander 
attacks at the same time that its unit attacks. For example, if 
four creatures in a unit can attack an enemy unit in melee, the 
commander may take the place of one of these creatures. The 
commander and three creatures make simultaneous melee 
attack tolls, which use the commander’ attack and damage rat 
ings, not the creatures’ 

Having the commander attack is optional. Even if a formed 
unit can attack with all the creatures in its front rank, the com: 


mander does not have to be one of these attackers, 

Ifa unit is making attack rolls against both an enemy com 
mander and the unit to which ir's attached, the attacking com 
mander can choose to attack either the unit or the commander 


(or neither’ 

Ranged Effects, Unit Not Engaged: A commander lead 
ing from the front cant make ranged attacks unless its unit 
can make ranged attacks. Ie cant cast spells or use special abil 
ities, except on its own unit or itself. On the other hand, it 


cant be specified as the target of ranged attacks, spells, or spe 
cial abilities 

Ranged Effects, Unit Engaged: A commander leading from 
the front can use only touch-range spells or special abilities. It 
cant be the target of ranged attacks, spells, or special abilities 


Creatures assigned to attack the commander in m 


e, however, 
can attack it with special abilities that replace their attacks, such 
as Gaze Attack and Breath Weapon 

Morale: When a commander leads from the front, its unit 
gains a bonus on morale saves equal to its Commander rating 

Command Range: If a commander leads from the front, it 
can spend command points on and issue special orders to only its 
own unit. 


leading from the Rear 
An attached commander leading from the rear, unlike one 
leading from the front, can command nearby units and is safe 
from attack. However, it doesnt benefit its unit as much in 
combat 
Being Attacked: A commander k 
be targeted by an attack. When the unit takes casualties, the 
commander is never among them. When the unit loses its last 
creature, any extra damage from that attack is wasted, It does not 
spill over” onto the commander. 


iding from the 


Taste 6-6: WHaT ComMaNDERS CAN Do 


Rule Unattached 
Activation Free 
Movere Normal speed; can move through 


allied formed units as well as allied 
unformed units 

24 inches if mutual line of sight; 

6 inches regardless of line of sight 
No effect 

Affects all enemy units that the 
commander engages 

None, except for special orders 


Command range 


Commander Effect (friendly) 
Commander Effect (hostile) 


Morale bonus 


Make melee attacks Yes 
Make ranged attacks Yes 
Cast spells Yes 


use special abilities, 


Be attacked at range 
Be Attacked in Melee 


Yes, as lone creature 
Yes, as lone creature 


Subject to same effect to 
Which unit is subject (friendly or hostile) 
Target of friendly effect Yes 
Detach from unit 


Move action to attach to an 
adjacent unit (and lead from the 
front or rear) 


Move to front/rear 


A.commander leading from the rear of a formed unit cant 
be attacked even if the unit is attacked from the rear. Remem: 
ber that the position of the commander's miniature repre- 
sents the manner in which it is leading, not the commander's 
actual location. 

Acommander leading from the rear is vulnerable, however 
ifan enemy with multiple attacks eliminates the unit and has 
attacks left over, In this case, the attacking unit can direct its 
remaining attacks 
lone creature) 

Attacking: A commander | 
make melee or ranged attacks or 


inst the commander (which is now a 


ding from the re 
ast offensive spells against 
enemy units. It may cast beneficial spells on the unit to which 
inis attached 

Morale: When a comn 
gains a bonus on mora 


cannot 


Jer leads from the rear, the unit 


saves equal to 1/2 its Commander 
rating (rounded down 

Command Range: Ifa commander leads from the rear, itean 
spend command points on and issue special orders to its own 


‘Attached—Rear ‘Attached—Front 

with unit with unit 

‘With unit With unit 

6 inches regardless of ‘Own unit only 

line of sight 

Affects own unit Affects own unit 

No effect ‘Affects all enemy units that the 


‘commander's unit engages 

#1/2 Commander rating + Commander rating, plus any 

plus any special orders special orders 

No Yes: commander replaces one 
creature that would otherwise 
attack; share unit's Bonuses 
and penalties for facing 

No Yes, if unit makes ranged attack 
If formed unit, share ts bonus 

or penalty for facing 

Yes, either targeting an enemy 

unit with a touch-range 

spell/abilty or targeting its unit 

(or self) with any spell/ability 

No No 

No Yes, by up to four creatures per 

attacking unit (five if comman: 

der is larger than the attacking 

creatures) 

At commander's option 


Yes, targeting self or 
its unit only 


At commander's option 


Yes; count range to unit 
Move action at start of Move action at start of comman 
commander's (and unit's) __der’s (and unit's) turn; unit 

turn makes morale save (if unit is not 
engaged, you can roll the save, 
then decide whether to detach 
the commander 

Free action at end of comman- 
der’s (and unit’s) turn to move 
to the rear; unit makes morale 
‘save with 1/2. commander's 
‘command rating as a bonus (if 
unit fs not engaged, you can roll 
the save, then decide whether 

to moye the commander 


Yes; count range to unit 


Free action at start of 
‘commander's (and unit's) 
turn to move to the front 


unit and other units within 6 inches, regardless of line of sight 


count around obstacles), Ifany part of a unit is within command 


range, the whole unit. 


Changing Attachment 
An attached commander can change its position relative to its 
init 

Moving from Rear to Front; A commander leading from the 
rearcan switch to the front at the beginning of the unit's (and the 
commander's) run. Doing this is free action, so the commander 
can move and attack as normal, 

Moving from Front to Rear: A commander leading from the 
front can switch to the rear at the end of the 
unit's (and the commandet's) turn, Doing this 
is a Gree action, However, the troops may 
interpret such a move as a sign 
of weakness or fear. The unit to 
which the commander is attached 
rust ms morale \*\, 
save (adding 1/2 its Commander 
rating for leading from the rei 
the full Commander rating for lead- \\\ 
ing from the front ANY 

Ifthe unit is not engaged, you may \\ 
make the morale save first and decide 4 
whether to move the commander after \ 
seeing the result. 1fit will hurt the unit’ \ 
morale to do so, you can cancel the W 


planned switch SRA 


.¢ an immediate 


snot \ 


Detaching: An attached commander 


a can detach from a unit at the beginning 

& of its unit's turn, Place the commander's 

a miniature in a position of your choice adja- 

= cent to the unit. This now represents the Bs 

3 commander’: actual location on the (7 

= battlefield. Detaching counts as x move ) ~—/ 
action, so the commander can also attack © 7, 


for move up to its speed during this turn. 

If the commander was leading from 5}, 
the front, then after it completes its og 
turn, the unit it detached from must / 
make a morale save, (A unit's morale is 
not affected by the detachment of a com- 
mander leading from the rear:) As with 
switching a commander from the front to the rear, ifthe unit is 
not engaged, you may make the morale save first and decide 
whether to detach the commanderafter seeing the result. 

Death: Ifa commander leading from the front is destroyed, its 
unit immediately makes a morale save 


Forced Detachment 
Ifa detached commander loses its status as a commander (or 
otherwise loses its abi 


to attach to the unit) it can no longer 
beattached, 1timmediately moves to position of the controlling 

choice adjacent to the unit. For example, ifa unit is con- 
fused, an attached commander might be forced out. 


UNATTACHED COMMANDERS 
Commanders do not have to be attached 10 units. An unattached 
commander acts independently of other units. It has a greater 


command range than an attached commander and can therefore 
more easily command a number of units 

In general, unattached commanders are treated like other lone 
creatures. Some special rules apply, however 


Sword of Hieroncous 


Activation and Unattached Commanders 
You can acti 
phase 
per phase. Unattached commanders also dorit count when deter 
mining the number of phases in a round 

An unattached commander does not have to spend command 
points on itself in order to act. 


te any number of unattached commanders in any 


ind they dontt count against your limit of three activations 


Attacks and Unattached Commanders 
Unattached commanders can attack and be attacked just like any 
other lone creature. 


Morale and Unattached Commanders 
‘An unattached commander makes morale saves just like other 
lone creatures. It doesnt normally affect the morale of other 
units, though it can spend command points to do so (see 
Orders, below). 


Commander Effects and Unattached Commanders 
‘An unattached commander's Commander Effect does not affect 
the commander’ allies, If the Commander Effect is effective 
against enemy creatures, it affects all enemy units that the com 

mander engages 


AS 


GAGES Command Range 
‘An unattached commander may spend command 
J, Points on and issue special orders to units within 
24 inches to which it has line of sight, ot 
yy ‘\ within 6 inches if line of sight is blocked 
\ Measure distance around obstacles, as in 


the skirmish rules 


Wf op an Friendly Units 
Friendly units can move freely chrough 
unattached commanders, whe 
units 
commanders can move freely through 
friendly units. If a unit ends its move 
ment “on top of” a commander, place 
the commander's miniature adjacent to the 
__ unit's edge closest to its original position. A 
commander cant end its movement ona 
friendly unit. 


ier the 
formed or not, and unattached 


ORDERS 
Commanders issue two kinds of orders. They put units under 
command, which allows a unit to act normally, Commandersalso 
issue special orders to improve units’ performance. 


Command Points 
Each commander has a Commander rating. In the skirmish rules 
this number represents its overall effectiveness; in the mass battles 
rules, it indicates how many command points the commander 
can spend each round. For example, a Human Blackguard has a 
Commander rating of 6, so it has 6 command points to spend 
each round to direct its army. 

‘A commander can spend command points and issue special 
orders regardless of whether it's activating or has activated in 
the round. 

Unused command points are lost at the end ofa round. You 
cant save up command points from one round to the next 

Commanders can't pool command points to issue a special 

¢ individually. 


order that none of them can issi 


Command Range 
An unattached commander can issue orders to units within 24 
inches and mutual line of sight, or to units within 6 inches 
regardless of line of sight. 

An attached commander | 
orders to units within 6 inches 
always issue orders to its own unit even if, for some reason, it 
does not have line of sight to the unit (such as because the unit 
isinvisible 

‘An attached commander leading from the front can issue 
orders only to its own unit 


wing from the rear can issue 


and mutual line of sight. It ean 


Putting Units Under Command 

The most basic order is to put a unit under command. Doing this 
ind point, When a unit activates, it can take only 
compulsory actions unless it is under command. Ifa unit is put 
under command, it ean act normally that round 

A commander must put a unit under command before it can 
axtempe to rally that unit 

Remember that a unit engaging an enemy unit attacks that 

it gener 


costs 1 con 


enemy as a compulsory action. Once a unit is in mele 
| ally does not have to be under command, 


| Special Orders 
Commanders can issue special orders to units within command 
range. A commander ean issue multiple special orders each 
| round, up to the limit of its command points. The various spec 
orders are summarized in Table 6-7 and described immediately 
following the table. 
A unit doesnit have to be under command to receive a special 
order 


A commander 


erally cantt issue a special order to 4 
ception is the spe 


ts when targeting a ranged attack 


commander—not even to itself. The one 


cial order to ignore nearer u 


or charging. A commander can issue this special order to itself 
bbut not to another commander 

A special order issued to 3 unit never applies to any com- 
mander attached to that unit 

Au 1e multiple special orders, even from multiple 
comn do not stack with themselves. For 
| example, you cant spend 2 command points to grant a unit two 


itcan rece 


inders, but orde 


2 bonuses on its morale save twice (for a total of +4 
The effects of a special order last until the end of a round. 
difficult unit (see below) can receive special orders only from 
anattached commander whose Commander rating is at least as 
high as the unit's Difficult rating 


TABLE 6-7: SPECIAL ORDERS. 


Special Order ‘Command Points 
Challenge initiative! 1 

Ignore targets’ 1 target 
Grant +2 bonus on morale saves 1 

Grant +4 bonus on marale saves 3 

Grant «2 bonus on attack ralls 2 


1 Only an unattached commander can issue this special order 
2A commander can issue this special order to Itself (but not to 
another commander). 


Challenge Initiative: This order is not issued to a unit. 
The commander simply spends t command point to challenge 
initiative 

Ignore Targets: Normally, a unit must choose the nearest 


enemy unit as the target of a ranged attack or a charge. For each 


command point spent on this special order, the unit may ignore 
one enemy unit, For example, for 2 command points, a com: 
mander could issue an order allowing a ranged unit to shoot at 
the third-nearest unit (ignoring two units that are nearer 

Morale Save Bonus: The commander must issue the special 
order before the unit makes the moral 

Attack Roll Bonus: The commander must issue the special 
onder before the unit makes the attack rolls, 


DIFFICULT UNITS 
A difficult unit contains troops with the Difficult special ability 
It is harder to command than a standard unit. 

Acommander whose Commander rating is lower than a unit's 
Difficult rating doesnt count asa commander for th 
way. It cant attach to the unit, it cant pur the v 
mand, and it cant issue special orders to the unit 

Putting a difficult unit under command costs a number of 


unit inany 
under com- 


command points equal to its Difficult rating. 
Issiing a special order to a difficult unit that is under com- 
mand costs command points equal to its Difficult rating 
difficult unit that is ou of command moves at double speed 
toward the he 
be able to charge if it meets the conditions, but it has t0 move 
toward the enemy 
unit can stand still and make a ranged attack (or use a ranged 


sarest enemy 


{as a compulsory action, It m 


n if it cant charge. Alternatively, a ranged 


spell or special ability) against that enemy, ifit is within range 
the start of its turn. [ft doesnit see an enemy, it takes a compu 
sory action the way a normal unit does (see Units Out of Com 
mand, earlier in this chapter 


COMMANDER MORALE 

Acommander's morale is separate from that of the unit to which 
itis atached, if any, Whether a commander is attached or not, its 
morale works like that of a lone creature 

A commander adds its own Commander rating to its morale 
saves. 


——_ VICTORY CONDITIONS 


The Standard victory conditions, detailed below, ser out the basic 
rules for winning a mass battle 
To play a battle with different victory conditions or special 


situations, try one of the variants that follow. You can also mix 
and match the variant rules given below to create unique vic 
tory conditions 

If you want variety or unpredictability, roll di a 


Table 6-8 below, (Roll after building your armies 


id consult 


TaBie 6-8: RANDOM Mass BaTTLes Victory CONDITIONS 


4% Victory Condition 
01-20 Standard 

21-40 Quick Strike 

41-60 Contested Ground 
61-80 Ten-Round Battle 
81-90 Variable-Length Battle 
91-100 Reconnaissance in Force’ 


1 Two players only if more than two players, reroll 


Standard Victory Condition 
Each creature is worth its cost in victory points to the player 
who eliminates it, Each commander is worth an additional 20 
points over its printed cost. Eliminating a creature can be 
accomplished by destroying it or causing it to rout off the 
battlefield. You win when you have scored victory points equal 
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to the cost of yor 


Liminated. 


In a two-player battle with balanced armies, this victory con 
dition amounts to simply eliminating your opponent's army, 


These same victory conditions, however, work fine for 


multiplayer battles and contests between somewhat 
unbalanced armies. 

Eliminating Your Own Creatures: As always in these 
rules, units may not attack allied units. If you eliminate 
your own creature, or if your creature is eliminated 
through no action of an enemy (such as by routing 
off the battle grid because of the Cowardly ability), 
your opponents split the victory points for that 
creature, rounding down. (In a two-player battle, 
your opponent would receive all 


the points. 
Tiebreaker: If no creature has EQ / 
made an attack roll or saving throw _/ 


for 5 full rounds, the winner is the 
player who has elimi 


ated the most 
points of enemy creatures. Ifplayers 
are still ried, the winner is the player 
who has a unit closest to the center of 
the battlefield. 


Quick Strike 
This victory condition rewards 
carly success, benefiting pla 
who fight hard instead of h 
ing back. 
Instead of trying to score victory points equal 
to your army's cost, you win by eliminating enemy creatures 
whose total cost is equal to 701 
battle between unevenly matched armies, this 
victory condition provides a more even contest. 


of your army's cost. 


For two-play 


Contested Ground 

Ina scenario using this victory condition, armies vie to hold a 
strategically important piece of terran, 

Place a piece of terrain in the center of the battlefield, ideally 
something significant, such asa ruined tower or a dragon skull 
‘You can arrange this terrain any way you like, as long as it covers 
the center point and is legally placed.) Beginning on the fifth 
round, victory goes to the first player who both begins and ends 
a round as the only player whose creatures occupy that central 
terrain, “Occupying” the terrain might mean being within 2 
inches of i, if itis impassible, 


es that end the round occupying the terrain donit 
have to be the same creatures that started the round there. You 


ny creatures occupy the terrain during the 
round, so long as they're gone at the end of the round. 


n ifen 


Ten-Round Battle 


Stop the battle at the end of 10 rounds, The winner is the player 
with the highest victory point total. 


MASS BATTLES CAMPAIGN 

You can run a mass battles campaign the same way you run a skirmish 
campaign (see Chapter 5), except that armies are ten times the size of 
skirmish warbands, For example, an army might start with 700 points’ 

worth of creatures instead of 70, 


‘own army, or when all opponents’ creatures 


ariable-Length Battle 
ginning at the end of the sixth round, roll 1d, On a result of 
1or2, the battle ends, and the winner is the player with the high 
est victory point total. Otherwise, continue playing, rolling 1d6 
at the end of each round until a{ or 2is rolled. 


4, Reconnaissance in Force 
pxy You don't always have to kill your enemies to win, 
Al} This victory condition also rewards conservation of 
your forces 
You win when you have scored victory 
points equal to the cost of your own army. 
You score victory points both for the 


\, cost of enemy creatures you eliminate 


= 


‘and for the cost of your own creatures 
|| | that move off the opponent’ edge of 


5 * the battlefield. 


This victory condition only works 
well for two-player battles. 

CUSTOM BATTLES 
Sometimes a battle results from activities in 
(Zy a roleplaying campaign. In such cases, the cam: 
=> paign determines the setup, terrain, and armies 
f y 3, duvolied Senta the DM sets everything 

{ Dy. up) other times the PCs can, through their ac 
i & > ions, affect the battle conditions. They 
might, for example, recruit allies or 
lure the enemies onto battlefield that 
will work against them, 


i 
m/ 


Lizardfilk 


Roleplaying Victories 

If the battle pits the PCs and their rroops on ane side against the 
DMS army, then the “Victory conditions” are whatever makes 
sense in the campaign, The battle isa “win” or a “loss" only in the 
sense that any other D&D combat is. It’s possible, for example, 
that the player characters’ army could carry the field but take 
such severe casualties thar it effectively a loss. The DM doesnt 
set victory conditions for such a battle any more than he ot she 
does for any other fight in the roleplaying campaign. 


Competitive Victory Conditions 

Ifyou want ro fight out the battle competitively asa game in itsown 
right, youll need hard and fast victory conditions To even the odds 
inan unbalanced battle, let the weaker side win ifitcan merely rick 
up certain number of victory points rather than having to wipe 
our the largerarmy. That way.a player can earn a tactical victory for 
doing better than expected, even if the army in the roleplaying 
campaign eventually gets defeated by a larger force 

‘A simple way to test a custom battle for balance is to give the 
player who didnt set up the battle the choice of sides. Alterna 
tively, if both players want to play the same side (such as dwarves 
defending a bridge), they can “bid” victory points to play that 
side, Each player decides how many bonus victory points he or 
she will Spay” the opponent in exchange for choosing the favored 
side. The other player starts with victory points equal to the 
number bid, which count normally toward victory. 


Special Scenarios 
Just as a DM creates adventures, you can create special mass 
bartle scenarios. Your custom battles can be as detailed as you 
like, telling a story much as a roleplaying adventure does, Below 
are some ideas that you can use, combine, and alter, Ultimately 
custom scenarios rely on your own imagination, 


Defend the Bridge: One side defends a wide bridge over a 
chasm while the other side tries to break through. 

Hold Out for Reinforcements: One side starts with a 
smaller army, but it has reinforcements coming. On each round 
starting with the fourth, there’ a 50% chance that the reinforce 
ments show up, 

Neutral Units: A neutral Lizardfolk unit is arrayed for battle 
off to one side, committed to no army. When one players army 
has earned half the victory points needed to win, the Lizardfolk 
unit joins that army. 

Nighttime Battles: Vision is limited to 12 inches (60 feet 
Battles are normally assumed to take place during the day 

Noontime Battles: Creatures that are sensitive to light take 
combat penalties according to standard D&D rules, (Battles are 
normally assumed to take place under cloud cover or in indirect 
light, such as 
Supreme Commander: One side has a larger army, but itis 
held together only by the personal presence of the army's leader 
the commander with the highest Commander rating). If that 
commander is killed, the army routs. 

Uneasy Alliance: Dwarves and hobgoblins, both lawful 
creat 


ly morning or late afternoon 


, have sworn a temporary and uncomfortable pact to 
defeat the chaotic and evil drow and orcs. The lawful army has 
both good and evil creatures in it, but good commanders can't 
issue orders to evil units, and vice versa. In fact, a good unit 
cant voluntarily come within 6 inches of an evil unit, because 
the two of them are liable to forget the pact and attack each 
other. If a unit involuntarily ends up within 6 inches of an 
allied unit of opposing alignment (for example, because it is 
routing) it still cannot voluntarily mov 


loser. (You can instead 
eliminate units to make room for units of the other align: 


ment, but then the opponent gets the points for those 
eliminated units.) 

Disarray: One army deploysin a small area. The 
other deploys spread our around the battlefield 
its creatures not yet arrayed in battle formation. 
The army that's in one place has the advan: 
tage of being concentrated. The army thar's O 

more easily surround the & 


scattered ca 
enemy: The scattered army still deploys in unit 


but no unit can be closer than 6 inches to 


anallied unit or closer than 12 inches 
‘oan enemy unit 7 
Double Disarray: Both armies _{/ 
deploy scattered across the battlefield, 9 


following the same rules as inthe _$ 
Disarr 


scenario above. They rep. P 

resent survivors of a larger engage 

ment serambling to do battle and 

cnd the fight decisi v 
Dwarf Ore-Hunters: In a 

tatrle between Lawful Good and Chaotic Evil fac 

a Dw 


\ 


rf Axefighter unit belongs to an elite 


TEAM BATTLES. 
With four or six people, you can play team battles. Teammates sit 
facing each other across the battlefield so that one doesn’t go right 
afer the other 

Teammates have a single, combined victory point total. A team: 
mate's units generally count as allies, except that your commanders 
tant command a teammate's creatures 


See 


corps of orc-hunters. This unit must charge, approach, or attack 
units containing orcs (creatures whose stat card includes the Ore 
subtype) if possible. If the unit is engaging orcs, it gains a +4 
bonus on morale saves 

Tide of Battle: In a climactic battle between ancient foes, 
hope is an army's best weapon. In each round, the player who is 
ahead in victory points wins initiative 

A Thousand Kobolds: An army of elf crusaders is trying 10 
defeat a Human Blackguard and his Lawful Evil army. They con: 
front their enemies in a clearing deep within kobold-infested 


woods. At the end of every round, an unformed Kobold Warrior 


appears at one of six random locations 24 inches from the 
center of the battlefield. The unit contains 146 creatures and is 
now part of the Human Blackguard player's army. If a 
Warrior unit appears in a spot where another such unit already 
exists and is not engaged, the two combine (up toa maximum of 
sixteen creatures), Since Kobold Warriors have the Cowardly spe 
cial ability, these units might flee before even joining the battle 


Kobold 


unless the Lawful Evil commanders can send allied units near 
them or bring them near allied units 


——— TERRAIN. 


Few battles occur on open plains with no variation in elevation 
or landscape. Copses of trees, stone walls, hills, and other terrain 

features make battles far more challenging and interesting 
Terrain in general affects movement and cover. Special terrain 
can affect other aspects of battle. 


af TERRAIN EFFECTS 
£Y ON MOVEMENT 

© Units move at full speed only on 
2 open ground. They are slowed or diverted 
7” by landscape features. There are three general 
Ae classifications of terrain that affect unit move- 
NS) ment: open, difficult, and impassable. 


Kobold Warrior 


Open Terrain 
Open terrain amounts to no terrain at all, Obviously, it 
doesnt affect movement, 


Difficult Terrain 

Terrain that is difficult still allows units passage, but it 
3 slows them. 
€ Movement Penalty: All movement that a unit under 
PST takes while any partof its space isin difficult ter 


counts 
4 double. For instance, ifa unit 3 inches deep encounters an at 
of briars 2 inches across, moving completely through that 
Sa Difficult Terrain Types: The following types of terrain 
constitute difficult terrain 
Woods 
Briars and other clinging vegetation 
Slopes and hillsides (going uphill only 
Deep sand 
Scree and boulder fields 
Streams or fords ina river 
Steps 
—Thick mud, bogs, and marshland 
—Wreckage and debris 


Impassable Terrain 
Terrain that is impassable does not allow a unit or any part of a 


unit to move through the space it occupies on the battlefield. 


5 
> 


If any part of a unit is about to enter impassable terrain, the 
unit must pivot, back up, or otherwise reposition itself to avoid 
the terrain, 

Gaps and Unformed Units: Sometimes piece of impassable 
terrain has a gap in it, such as an archway in a wall or a spa 
between two walls, thar is too narrow to admit a formed unit 
Unformed units, however, can sometimes squeeze through 
narrow openings. 

‘An unformed unit can pass through a gap thats at least wice 
as wide as the base of each miniature in the unit, The unit must 
be able to move to position in which no part of it overlaps the 
impassable terrain, (It canit stop partway through the gap.) 

Impassable Terrain Types: The following types of terrain 
constitute impassable terrain. 

—High walls 
ant dragon skulls 
—Cliffs 
kes 
—Deep rivers 
—Buildings 


TERRAIN EFFECTS ON COVER 
Sometimes ranged attacks are obscured by intervening terrain, 
which provides cover, There are three types of cover: partial cover 
(such as from trees), low cover (such as from low walls), and toral 
cover (such as from high walls) 


tial Cover 
tial cover protects units behind it, but it does not block line 
ght 

Cover Bonus to Armor Class: When a unit makes ringed 
attacks against unit with partial cover, the defending unit gets 
2-+4 bonus to its AC. (This is the same bonus for cover thata unit 
gets from an intervening unit, The bonuses dont stack:) 

Clear Line of Sight: As with intervening units (see Cover, 
eatlier in this chapter) the defending unit does not benefit from 
cover if the attacking unit has clear line of sight. The attacking 
unit has the option of making fewer than the allowed number of 
ranged attack rolls, attacking only with creatures that have s clear 
line of sight to the enemy unit 

Shooting Out of Partial Cover: An attacking unit ca 
partial cover within 1 inch of itself, Trace an imaginary line 
from the nearest point of the attacking unit to the nearest point 
ofthe defending unit. The first | inch of that line can cross ter- 
rain thar grants partial cover without affecting the attack. For 
example, a ranged unit can stand just inside the edge of a woods 
and shoot out at enemies without penalty while benefiting from 
cover itself. 

Partial Cover Terrain Types: Woods are the only star 
dard terrain type that provides partial cover. 
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Low Cover 
Low cover works like partial cover, except that the 
defender has to be near the terrain for it to provide 
any protection. 
Cover Range: Low cover applies only t0 units 
within 6 inches of the terrain 
Ignoring Nearby Cover: An attacking unit can 
ignore terrain that provides low cover if it is closer 
to that terrain than the defending unit is, That is, 
any low cover that’ closer to the attacking unit than the 
defending unit doesnt provide cover for the de 
Low Cover Terrain Types: The following types of terrain can 
provide low cover. 


fender, 


—Low walls 
—Hedges 
—Low boulders 


Tatal Cover 

Total cover blocks line of sight and ranged attacks, 

Blocking: A unit canit make attacks against a unit thar’ behind 
total cover 

Clear Line of Sight: As with any other type of cover, alla 
unit needs is clear line of sight to at least one creature in the 
defending unit for the attack to be legal. You still cant attack 
with more creatures than have a clear shot. If total cover even 
partly obscures the path berween an attacking and defending 
creature, then the shot is blocked. 

‘Total Cover Terrain Types: The following types of terrain pro 
vide total cover. 

—High walls 

—Hills 

—Giane dragon skulls 

—Buildings 

—Enormous boulders 


Minimum Movement 
unit can always use its turn to move inch in any direction, 
regardless of how much distance this move counts as. (This 
rule doesn allow a unit to move through impassable terrain 
or to move when all movement is prohibited, such as while it 
is paralyzed.) 


UNITS AND TERRAIN 
Generally, teat a unit as "on" or “in” terrain if any creature in the 
unit is on orin the terrain, as defined in the skirmish rules. Some 
times, stich as when determining how many clear shots unit has 
when its making a ranged attack, you look at individual creatures 
By default, however, treat a unit as a single entity. 


PLACING TERRAIN 
You typically place terrain according to 
what you have available, what sort of 
battle you might be simulating, and the pla 
styles of the players. 
Asa general rule, 
leave at least 5 


inches berween pieces of impassable terrain, so that formed 
units can get through the gap. Far special scenarios, you might 
want to have impassable terrain with a 4-inch gap, which 
allows unformed units through but not 


formed units. 


UNUSUAL TERRAIN 


For a change of pace, you can in 


and magical terrain 
types for your mass battlefields. 
Here are some possibilities. V 

‘Quagmire: Impassable. 

Row of Stakes: Slows movement (as dif 
ficult terrain) in one direction but not 
the other. 

Wall of Force: Impassable; blocks 
line of effect for spells and abiliti 
but not line of sight. 

Circle of Darkness: Difficult 
terrain; creatures miss outright 
half the time (hit only on 11+ 
ona separate 1420 roll); blocks 
line of sight but not line of 
efiect 

Lava Pit: Difficult terrain; deals 5 fire dam 
age to any creature that enters or starts its 
turn on the 


ain, 


The skirmish gloss 
5: Skirmish Rules explains game terms, as 
appear on stat cards 

Iralso contains detailed information on 


well as keywords th 


certain special abilities thar are too long to explain on the 
star cards. 

This glossary is supplemental to the skirmish glossary: Some 
glossary entries are unique to the mass battles rules, while others 
are mass battles versions of entries that also appear in the skit 
nish glossary. This glossary also describes the mass battles rules 
bilities that are written out in full on the 
cards. Ifa term doesn't appear here, it appears in the skirmish 
glossary and means the sume thing in mass battles as it means in 
the skirmish rules, 

This glossary uses the same shorthand terms as the skirmish 
plossary. 


DEFINITIONS. 
The following terms are listed in alphabetical order. 

Adjacent: Units are adjacent toll other units they touch and 
wwall creatures in those units, except possibly commanders lead: 
ing from the rear. A commander leading from the rear is adjacent 
only to its unit and to allied units touching its unit. 

Any: (Spell/Ability Keyword) A spell or ability that uses this 
word does not follow the us 


far some sp 


I restriction of targeting only the 
nearest enemy or nearest ally. For example, the phrase “switch 
positions of any two creatures” can affect any two creatures in 
line of sight of the caster and within the spell’ range 

Any Warband: (Spell/Ability Keyword) A spell or special abil 
ity with this range affects any one unit. 

Area-Effect Damage: Damage-dealing spells and special 
abilities that have an effect with r: 2 or radius 4 deal dam- 
age to all the creatures in a unit. Instead of applying d: 


normally, the effect reduces the unit's hit point score. If the 
unit is reduced to 0 bp, it is eliminated. If irs reduced low 
enough that any damage already on the unit is enough to 
destroy a creature, that creature is eliminated and the damage 
is removed from the unit, 

unit of six Dwarf Axefighters is hit by a five 
0 points of damage), The unit fais its save, reducing 
its hp from 30 t0 10. From that point on, each 10 points of 
damage that the unit takes will cause the loss of one Dwarf 
Axefighter. 

Conversely, a unit’s reduced hit points can be increased 
light wounds) 


by an area heal effect (such as mass cin 
Other forms of healing can also help creatures 
the unit, but only one at a time, Heal effects that 
can raise an individual creature's 
¢ Jen hit points back to the creature's 
») starting amount can affect one 
NAY creature in the unit. (This 
means you have to keep track of 

\| how many creatures in the unit 


have their fall hit points and 


how many have reduced hit 


¢ applies first 10 
those with lower hp scores.) 

| ‘Army: The equivalent of a skir 

mish warband in the mass battles 

| rues 

| Attached: One com 

| be attached to a unit (but not toa 

/ lone ¢ An attached com: 

mander can lead from the front or 


O/ fom the 


mander leading from the front fights 


Jercan 


An attached com 


alongside the creatures in the unit, An 

attached commander leading from the 

rear directs the unit itis attached to and 
possibly directs nearby units. 

A Unique creature (see that entry) can attach to a unit just 

as a commander can, and can even attack if leading from the 


front 

Attack: When a unit attacks, it makes a number of attack rolls, 
The number of melee attack rolls (also known as a mass strike 
depends on how many creatures are in melee contact with the 
enemy. The number of ranged attacks (also known as a volley) 


depends on how many creatures are in the unit, their size, and 
whether they have a clear line of sight to the 

Attack of Opportunity: A free melee attack made by a unit, 
ly not on its turn. [fan enemy dis 
nass strike as 


get. 


es from a unit, that 


unit makes a single 
against the diseng: 

attack of opportunity against an enemy that moves to engage it 
(unless that enemy has Melee Reach with at least the same 
rating). Auacks of opportunity dont count against a unit's attacks 


ick of opportunity 
ing enemy. A unit with Melee Reach gets an 


for the round 
Attack Roll: Each mass strike or volley usually involves a 
number of simultaneous melee or ranged attack roll, respectively 
Battlefield: The play area on which you place terrain cards 
and miniatures, It's the same as the battle grid in the skirmish 
rules 


Beastmaster [#]: Animals and Magical Beasts in your army 
that are of a level equal to or lower than than a creature’ Beast 
master rating are treated as if they did not have the Difficult 
special ability, For example, Vadania, Half-Elf Druid, is a com: 
mander with the Beastmaster 2 special ability. Vadania could 


F 
s 


pur under command a unit of Hyenas or Wolves (level 2), but 
not a level 5 Owlbear unis, Most creatures with the Beastmaster 
special ability are also commanders, but theit Commander rating 
may not be the same as their Beastmaster rating. Ifa beastmaster 
is nota commander (or is unable to command), this ability has 
: 

Blinded: (Spell/Ability Effect) A blinded unit does not 
gage units that it is adjacent to (although those units may 
engage it). Otherwise, this condition works as it does in the 
skirmish rules. 

Blind-Fight: Even a unit with Blind-Fight doesnt engage an 
‘enemy unit that is invisible, Otherwise, this special ability works 
asit does in the skirmish rules. 

Blindsight: A unit with this special ability sees invisible units 
and engages them normally. Otherwise this special ability works 
as it does in the skirmish rules. 

Burrow [#]: A unit with an attached commander cant burrow 
unless the commander can burrow. Otherwise, this special abil 


{ty works asit does in the skirmish rules 

Charge: To charge, a unit moves at double speed ro engage 
the nearest enemy it can see at the start ofits turn, If nothing 
slows it down and it moves at least 2 inches, that unit can make 
a single mass strike against that enemy with a +2 bonus on its 
attack rolls. A formed unit can charge only if it moves straight 
ahead, and it must drift (see that entry) if able and if doing so 
brings more creatures into melee contact with the enemy unit 
An unformed unit must move in a straight line, engage the 
enemy on its nearest edge, and end up having as many creatures 
in melee contact as possible. 

Cleave: Once per mass strike, if a unit with this ability 
destroys one or more creatures by reducing their hit points to 0 
with a mass strike, one of that unit’ creatures can immediately 
make one extra melee attack roll, Usually, a unit gets only one 
extea Cleave attack per turn, but if itis attacking multiple enemy 
units or ifthe unit can make multiple mass strikes, then it may 
be able to get more (up to one for each mass strike against a par 
ticular unit 

If commander is leading from the front and participating 
in the attack, treat it as separate from the unit for purposes of 
Cleave. Both the commander and the unit may get Cleave 
attacks, but only if they separately meet the requirements 

Cloud: (Spell/Ability Effect) A cloud is a type of terrain cre 
ated by a spell or ability. Iris permanent and blocks line of sight. 
bur does not slow movement or block line of effect. However, 


units inside the cloud are blinded (which may affect their move 
ment) and considered to have the Invisible special ability. Spells 
whose effect is a cloud, as with other permanent areas of effect, 
can target any point rather than the nearest enemy or ally. [fany 
part of a unit touches any part of a cloud, the whole unit is con 
sidered to be in the cloud, as with any other area of effect. (The 
area of effect of a cloud represents its “core” rather than precise 
boundaries) Sometimesan effect that produces a cloud specifies 
thar it doesrit block line of sight, in which case it is simply an 
area of terrain with the noted effect. 

Command Point: Each commander gets asupply of command 
points that it can spend each round. The number of command 
points equals the creatures Commander rating, Commanders use 
command points to put units under command, issue special 
orders, and challenge initiative. You ommand points 
from one round to the next; unspent points are lost, Command 
ints replenish at the beginning of each round. 
Commander: Commanders may be lone creatures (see that 
etry) or may attach to units. A commander costs an extra 20 
points to purchase for an army 


nit save 


Commander Effect: A commander's Commander Effect 
applies to the unit to which itis attached, ifany. If it affects ene 
mies, the Commander Effect applies to all enemy units that the 
commander engages, provided the commander is leading from 


the front, Likewise, an unattached commander can use its Com 
mander Effect against enemy units it engages. 

Conceal [#]: When attacking a unit with the Conceal spe 
cial ability, roll for each potential hit separately, not for all hits 
at once, 

Cone (s 
by a cone 


ell/Ability Keyword): In mass battles, the area affected 
s not determined by using one of the skirmish tem: 
plates, Instead, the cone targets a single unit within 2 inches 

Ifa cone effect deals damage, it deals double the indicated 
amount against a unit, o the indicated damage against a lone crex 
ture or attached commander. Ifthe cone hasa nondamaging effec, 
such as Stun, it affects up to two creatures in the unit 

If creatures assigned to att 


an attached commander lead: 
ing from the front in melee use a cone effect, the cone strikes 
the commander and the unit to which it is attached. The unit 
takes normal (not double) damage, or has one creature (not 
two) affected 
Confusion: (Spell/Ability Effect) A uni subject to this effec 
is confused. A confused unit does not engage enemy units. I 
some but not all cteatures in a unit are confused, the unit's con: 
troller decides whether to have the whole unit be confused orto 
eliminate the confused creatures 
Each time a confused unit activates, roll 120 and refer to the 
following table to determine what it does. 
420 Effect 
1-8 Arandom opponent controls this unit on this turn as it 
were that opponent's unit and as ift had the Difficult 20 
ably. Ifthe unit has a commander attached, the 
commander immediately detaches (but the unit makes no 
‘morale save even ifthe commander was leading from the 
front), Place the commander adjacent to the unit. Ifan 
attached commander is confused, it immediately detaches 
(triggering a morale save as normal ifthe commander was, 
leading from the front), and the opponent controling the 
‘commander places the miniature adjacent to its unit. Your 
‘other units can make attacks of opportunity against this ~ 
unit if you wish, but the opponent temporarily controlling 
the confused unit receives the victory points if is elimi 
nated while under his or her contro. It stil counts as one 
of your activations for the phase 
6-15 This unit stands stil this turn, taking no action, 
16-20 You control this unit normally this turn, Even so, it 
remains confused until the duration of the effect is over. 


A confused commander cant use command points, and its Com: 
mander Effect does not function, but it might be able to remain 
attached to a unit 

Constitution Drain: Each hit a unit with this special ability 
scores against a living unit deals an additional 5 points of damage 
(save to reduce the total bonus damage by half). Each such hit 
also grants this unit an additional 5 hit points 

Countersong: Enemy units engaged by a unit with this spe 
cial ability cannot benefit from special orders. Commanders 
engaged by such a unit (or attached to units engaged by the unit 
cant use their Commander Effects 

Cover: Certain terrain features provide cover against attacks, 
grantinga +4 bonusto the defender’ AC. A unit making a ranged 
attack ca 
ava creatu 


attack with only those creatures that have a clear shot 
n the defending unit 

Cowardly: If a unit with this special ability is not within 6 
inches of another allied unit after an allied unit Is destroyed, it 


makes a morale save. (If it's a lone creature and it fails the morale 
save, it routs.) 

Creature: A unit is made up of creatures. Generally, special 
effects that apply to creatures with given characteristics also 
apply to units made up of such creatures. For example, a unit of 
Consteuct creatures is immune to Stun effects, just as individual 
Construct creature 


are. 


Generally, hostile special effects that affect some but not all 
creatures in a unit either affect the unit as a whole or eliminate 
the affected creatures (at the defender’s option). For example, you 
never have some creatures in a unit paralyzed and the others not. 
Instead, the defender chooses either to have the whole unit pat 
alyzed or to eliminate the paralyzed creatures from the unit so 
that the survivors can continue to function normally 

The opposite is true for spells and special abilities thar affect 
your own units, Ifthe effect applies to fewer than all the crea 
tures in the unit, you decide either to have it affect no creatures 
in the unit or to eliminate the unaffected units. For example, if 
you have a unit of five Evoker's Apprentices cast magic weapon on. 
a Man-at-Arms unit containing six creatures, the spell either has 
noeffect or one Man-at-Arms is eliminated, with the remaining 
five benefiting. If unit has taken damage, you can remove the 
damage by eliminating a creature in this way. (The wounded 
ture is one of the creatures left out 
Ifan effect that affects individual creatures can be resolved 
immediately and you dont have to keep track of it, then it 
simply works on some creatures in the unit but not all of them. 
For example, ifa unit of two creatures casts snake’ swifiness on 
anallied unit of twenty creatures, the allied unit can immedi- 
ately make a single mass strike in which up to two creatures 
can attack 

If an effect modifies one creature's scores (such as the doom 
spell, which reduces a creature’ attack bonus), itusually has no 
effect on a unit that’s not a lone creature, However, if at least 
half the creatures in a unit become subject to the same such 
effect at the same time, the whole unit is considered subject to 
it For example, if a Human Blackguard unit containing six 
creatures casts doom on a unit of eight Ore Warriors, and four 


ofthe Ores fail their saves, the whole Orc Warrior unit is under 
the doom effect. If only three of the Ores fail their saves, the 
spell has no effect on the unit. 

Damage: Unless otherwise noted, damage is applied to a unit 
asthough it were a single entity, For example, ifa unit of twenty 
five creatures having 10 hit points takes 35 points of damage, 
creatures are removed as casualties, leaving S points of “left 
ved to the unit, Spells and special abilities that 
deal damage to all creatures in a unit (such as.a spell with a radius 
4 effect) actually reduce the unit's overall hit points—each crea 
ture in the unit takes damage. 

When a units damage rating includes the effect of a special 
ability, such as Ghoul Touch, the abilit 


damage ass 


creatures in the defending 
unit—generally, a, 
number of cre 
tures equal to 
the number of 


hits scored minus 
the number of creatures destroyed by those 


hits. For example, if « Ghoul unit scores four 
his against a Sun Soul Initiate unit and 9 
destroys one creature, up to three other Ini- 

tates could be paralyzed ( 
the Creature entry for more 


eT 


Half Damage: When a unit gets a save for half damage, total 
the damage first. For example, an Azer Raider unit hits a Troll 
unit three times, and each hit deals § points of fire damage, The 
Troll unit has the Vulnerable Fire special ability, taking 50% 
extra damage from fire. The toral fire damage increases from 15 
to 20 points, so a successful sa 
the Troll unit 

DC [#)]: When a save reduces dam: 
and apply the result (if the save succeeds) to the total damag 
dealt. When a save prevents an effect, such as Paralysis, rll for 
each creature the affected unit, 

Death Attack (DC [#]}: When a unit with this special ability 
is about to make a Sneak Attack, it can also attempt to use its 
Death Attack ability. This attempt must be declared before 
making the attack. Each melee attack that hits causes the enemy 
unit to make saves against the indicated DC. On each failed ss 
ature is destroyed. (Creatures already destroyed by the 


e deals 10 points of damage to 


roll once for the unit 


damage dealt by the attack count against the number of saves that 
need to be made.) This ability does not affect creatures that are 


immune to sneak attacks. 
Death Burst (ENERGY [#]; DC [#]): When a creature with 
this special ability is destroyed by damage, its unit and all adja- 


cent units take the given amount of the indicated type of damage. 


A successful save reduces the damage to half 

Death Strike: Each time one or more creatures in a unit with 
this ability are destroyed by damage, the unit may make one mass 
strike with a number of melee attacks up to the number of crea 
tures destroyed 

Destroy/Destroyed: A creature is destroyed when its hit 
points drop to 0 or lower. A unit is destroyed when all its com: 
ponent creatures are. Certain spells or effects can also destroy 
a creature or unit outright, Remove destroyed creatures fron 
the battlefield. A destroyed creature scores victory points for 
the opponent responsible for its destruction. Ifa spell or ability 
(bur not a scenario condition) somehow returns a destroyed 
creature to play, the players who scored victory points for its 
destruction lose those points.) 

Difficult [#]: Putting a difficult unit under command costs a 
number of command points equal to its Difficult rating instead of 
the usual 1 point. A commander whose Commander rating is not 
as high asa unit's Difficult rating cant attach to that unit, A spe 
cial order issued to a Difficult unit costs additional command 
points equal to the creature’ Difficult rating. 

A difficult unit thacis out of command 


moves at double speed toward the 


nearest enemy unit as a compul: 
sory action, whether 
or not it can 


: 
= 
: 
$ 


Azer Raider 


reach th 


enemy on this turn. It might be able to charge if it 
‘meets the conditions, but it has tom 
if it cant charge. Alter 


joward the enemy even 
ly, a ranged unit can stand still and 
make a ranged attack (or use a ranged spell or special ability) 
against that enemy, if itis within range at the start of its turn. 

Difficult Terrain: Rubble, dense vegetation, and other obsta 
cles slow movement and prevent charges. Units pay double the 
normal movement cost through areas of difficult terrain. How: 
ever, a unit has a minimum move of 1 inch. Certain spells turn 
some areas into difficult terrain. 

Disengage: When a unit moves away from one or more 
enemy units that engage it, it makes a morale save with a—+ 
penalty, and the units from which it is disengaging each make 
an attack of opportunity against it. The disengaging unit may 
do nothing but move during this turn, and it must end its 
movement at least t inch away from the units from which it 
has disengaged. (Ifit doesn't disengage, an engaged unit's only 
movement option is to shift.) 

Dominate/Dominated: (Spell/Ability Effect) Certain spells 
and abilities can dominate an enemy lone or attached creature or 
a unit, causing it to become a member of your army. Dominate 
affects only enemy units; it has no effect om allied creatures, You 
may activate a unit in the round when it becomes dominated 
only if the opponent hasnit yet activated it 

Treat a dominated unit as part of your army and under your 
control in most ways. Foras long as you control the unit, it counts 
1s eliminated for victory points—even ifitis still on the 
battlefield. If it is destroyed while under your control, 

ting it 
Ifsome but not all creatures in a unitare dominated, eliminate 
either the dominated or the undominated creatures, whichever 
+, plus an equal number of the remaining crea 
tures, For example, if three cre 


_Avcer Raider ills. by S. Tappin 
Halfling Veteran illus, by D. Hanley 


you keep the victory points for elimi 


number is few 
res in a unit of eight are domi 
ing two. 

mmander attached, the com 


nated, eliminate six c 

Ifa dominated unit has a c 
mander immediately detaches (the unit makes no morale save. 
even if the commander was leading from the front). The com 


ers controller places its miniature adjacent to the domi 
nated unit. [fan attached commander is dominated (and the unit 
its attached to isnt dominated by the same opponent), the com 
der must immediately detach, triggering a morale save if it 

was leading from the front. 
DR [#]: When a unit with Damage Reduction takes normal 
damage from a melee or ranged attack, subtract the indicated 


ma 


>) move, an er 


amount from the damage dealt by each individual hit. This abil 
ity otherwise works the same as in the skirmish rules, 
Dri 
its speed, such as by making a double move or charging, it can 
deift (move 1 inch sideways at any point in its path), A formed 
unit making a charge must drift if doing so brings more of is 
creatures into melee contact with the enemy unit 
Engaged: A unit is engaged by an active enemy unit 
adjacent to it. Engaged units cant use ranged attacks ot 
cast spells with a range other than touch, Once engaged 
a unit may not move freely; it can only disengage or hifi 


Any time a formed unit moves straight ahead more than 


see those entries} 
Generally, rules and effects that involve threatening 
squares in the skirmish rules translate into engaging adjacent 
‘enemy units in the mass battles rules 
Entangled: (Spell Keyword) An unit subject to an Entangle 
effect is unable to move unless it makes a successful save against 
the effects indicated DC. Once each turn that it attempts 10 
ygled unit attempts save. If the save succeeds 
inmay move. Ifthe save fails, cant move during that turn, but 
counts as if it had moved (so it could make one melee or ranged 
attack, but nor multiple attacks) 

Entangle effects sometimes create an area of difficult ter 
rain, Even if a unit succeeds on its save, if it is in that area, it 
must still pay the normal costs for movement through difficult 
terrain 

If some but not all creatures in a unit are entangled, and the 
unit moves, make one save for the unit. If the save fails eliminate 
the entangled creatures, Alternatively, the unit can make one 
save attempt per turn to free the entangled creatures, but it 
doesnit move regardless of the result 

Facing: A formed unit has four “faces":a front, rear, and two 
sides. I fights at an advantage to the front and at a disadvantage 
tothe sides and rear. An unformed unit has no facing, bur it does 
have a leading edge (see that entry). 


File: A column of creatures in a formed unit from front 10 
back. 

Flanking/Flanked: There is no flanking in the mass battles 
rules. For purposes of special abilities, a formed unit is consid 
ered t0"flank”a lone creature that it engages. For example, alone 
creature that has Immune Flanki tacks 


doesnt take doub! 


rmed unit attacking it. 


Flight: A creature with the Flight ability can move over 
obstacles as in the skirmish rules. It can even fly over walls. In 
addition, it may take a fullround action (see that entry) to fly 
high into the air, causing itself to be phased out (see the Phase 
ut entry in the skirmish glossary). On its turn, a phased out 
creature with Flight may take full-round action to return to any 
legal position on the battlefield. 

Follower: A Commander 


ffect that refers to followers 
applies to the unit to which the commander is attached, if any It 
affects the unit as a whole, not individual creatures within the 
unit, For example, if'a Commander Effect grants a bonus to fal 
lowers that moved before attacking, what matters is whether the 
whole unit moved, not whether individual miniarures may have 
moved around in the unit’ space 
Formed Unit; A number of creatures fighting as a 

group in close order. A player decides during deployment 


which of his or her units will be formed or unformed, and they 
remain so throughout the battle, Only a few types of creatures 
can make up formed units; all others must be unformed (see 
that entry). Each of a formed unit's ranks contain up 10 six 
Small, five Medium, or four Large creatures. Its depth can 
never be greater than its width. Formed units, unlike 
unformed units, have a front, sides, and a rear (see the 


ing entry), It fights ar an advantage ¢ 
tothe front and ata disadvantage to the \\ 
side and rear. A formed unit moves 
backw: 


sideways. It must pivot to change the direc 


cd at half speed and cant move 


tion it faces, 

Frontage: A creature's frontage is the por 
tion of its unit's edge that corresponds to the 
width of the miniature’ base. When enemy units 
are in contact with ea 


h other, the frontages of 
their creatuers are offset, not lined up. 
Full-Round Action: An action that uses up a 
unit's entire turn. 
Gaze Attack: (Replaces attacks: RANGE: 
EFFECTS AND CONDITIONS; DC [s]) 
Instead of making its normal attacks, a 


unit with this special ability can use a / 
Gaze Attack against the nearest enemy }/ 
unit, For each such creature, the tar 


get unit makes one save, and each 


filed save indicates one creat 
subject to the gaze’ effect Gf yuu 
Great Swing: When a unit with this Ag—4 


special ability makes a melee attack, it getsa S— 
free mass strike against the same unit (bur not 
against a lone ereatu 

Heal [#]: (Spell/Ability Effect) When used on a lone or 
attached creature, a he: works as it does in the skirmish 
rules, When used on a unit of multiple creatures, it works almost 
ihe same way, If the unit has lost a creature to damage, and the 
amount healed is at least as much as the unie’s hit point rating, 
the heal effect restores a destroyed creature tothe unit. (This isnt 
rising the dead, but rather restoring an incapacitated creature to 
food health.) If the unit hasnt lost a creature, or if the amount 
healed is less than the unit’ hit points, chen the heal effect 
removes the indicated amount of damage from the unit. Heal 
dfieets don't work on a unit that hasn't lost a creature to damage 
and that isnt wounded 

Most heal effects restore hit points to lone or attached cre 
tures, but some affect creatures in an area. Area-effect healing 
oth reduces damage a unit has taken and restores a destroyed 


Cleric of Order 


creature (if the amount healed is high enough), It is best for 
restoring damage from area-eflect attacks, 
overall hp (see the Area-Effect Damage entry 

Heal effects cant be used on destroyed units, including lone 
or attached creatures. For example, you cant use a heal effect 
ona unit to bring back the commander that had been attached 
oir 

A heal effect deals the indicated amount of positive damage to 
Undead creatures. The unit gets a save for half damage (DC 12 + 
the level of the spell, orf nota spell, the level ofthe creature pro 
ducing the heal effect). Constructs are immune to heal effects, 
unless the spell or ability specifies otherwise, in which c: 


ich reduce a unit's 


eonly 


Construct creatures are subject to the effect. 
Helpless: A helpless unit does not engage enemy units. A unit 
can treata helpless enemy 
For example, an unformed unit can move through a 
formed enemy unit that is helpless. 
Hide: If all the c 
special ability ha 


as an allied unit when moving, 


atures in a unit with this 
part 


cover or low cover 


es againsta nonadjacent enemy unit, the unit 
a is considered to have the Invisible spe 
ae. cial ability against that enemy unit. 


\ HP: Hit points 

point rating equal to the hit point rating of the crea 
\\ tures that make up the unit. Every time damage 
J the unit accumulates to the point at which it equals 
J the units hp, the unit loses one creature, 


A unit has a hit 


Ifa unit gains hit points, such as with the Cé 
tution Drain or Feed special abilities, th 

| points first remove damage from the unit. Hit points 
J gained in excess of whats needed to h 


extra hit 


al the unit 


becomes a “fund” of bonus hit points that absorbs 
damage the unit later takes. If this fund ever equals § 


times the number of creatures in the 


nit, the unit's 
hit point rating increases by 5, and the fund is reduced 
by an appropriate amount, For example, if a unit 
of three Barghests (with the Feed 10 special 
ability) has destroyed two Humanoid 
ures, it has a fund of 20 hp. For 
\, three creatures, 15 hp is enough to raise 
Sy the units hp score from 35 t0 40, with 5 
SGD hp left over. those s extra hit points will 
cancel our the next § points of damage thar 
the unit takes. 

Illusion: (Spell/Ability Keyword) Some 
spells and special abilities produce illusions, desig 
nating a “square” or “squares” as members of your army. (Such 
areasare 1-inch squares.) These are considered to produce per 
manent areas of effect, which must target any a 
the nearest unit. Such effects are suspe 

entirely occupied by a unit. 


a rather than 
fed while that area is 


This area counts as a member of your army for purposes of 
nemy. It doesnt count as a lone crea 

anit be ignored. It does not engage enemy units. 
Any attack against an illusion automatically succeeds. Any 
damage dealt to an illusion, whether by an attack or by a spell 


determining the nearest 


ture, $0 i 


or special ability, removes the effect immediately. Spells and 
abilities that do not deal damage or remove spells have no effect 
on illusions 

Improved Countersong: A unit with this ability is consid 
ered to have the Countersong ability, In addition, enemy units 
that this unit engages cannot be put under command by other 
creatures. Enemy commanders attached to these units cannot 
put other creatures under command. 


Tappin 


Mus. by S. 


In an Area: A unit is “in an area if any of its space occupies 
any part of the area, 

Incorporeal: When rolling to avoid damage for a unit with 
this special ability, roll for each successful hit, each spell, and so 
on, An incorporeal unit can freely m 


ve away from enemy units 
engaging it;it does not have to disengage (with the penalties and 
restrictions that disengaging entails) unless it is engaged by a 
unit that also has the Incorporeal ability. Otherwise this special 
ability works as it does in the skirmish rules, 

Independent: A unit with this special ability is always under 
command 

Invisible: (Spell Ability Effect) A unit does not engage an 
invisible unit (unless it can “see” the unit somehow, such as with 
the Blindsight special ability) 

Large: Large creatures can n 


p formed units of up 10 
creatures, or unformed units of up to four. Up to four 


Large creatures in an unformed unit can make a 
ranged attack. 
Leading Edge: While an un- 
formed unit doesnt have a front, 


you still arrange the miniatures in 
its space so that they're all as close 
18 possible ro one edge, which then 
hecomes that unit's le 


ding edge 
this rule simply keeps the unit com 


pact (so you cant arrange miniatures 


inan L,T, or X configuration) 

Leading from the Front: An attached com- 
mander leads either from the front or from the 
reat, While leading from the front, a com- 
mander can spend command points only on the 
unit to which its attached, and it can fight with 
the unit 

Leading from the Rear: An attached com 
mander leads either from the front or from 
the rear, While leading from the rear, a 
commander can spend command points C/ 
on allied units within 6 inches, and it does. — 

it . 
bility Keyword) Trace 1 OY 
at the acting unit's 
g the target units space. 
The line affects all units it touches. Ifa line effect deals damage, 
it deals double the indicated amount to each unit (or the indi 
cated damage toa lone or attached creature). Ifthe line has.a non- 
damaging effect, it affects up to two creatures in a unit. 

If creatures assigned to attack an attached commander lead 
ing from the front in melee use a line effect, the line strikes 
the commander and the unit to which it is attached. The unit 
takes normal (not double) damage, or has one creature (not 
two) affected 

Line of Sight: A unit that can see another unit has line of 
sight to it. Certain kinds of terrain, such as walls, block line of 
sight, as doeffects such as the Invisible special ability. A unit has 
line of sight to another if 


a) 


Broker's Apprentice 


not fight with its 
Line: (Spell 
12ineh line startin, 


space and touchi 


least one creature in the first unit has 
a clear view of atleast one creature in the other unit. Aclear view 
is prevented by any terrain that blocks line of sight and that inter 
venes even partially between the two creatures 


(This is different from the skirmish rules, where two creatures 
dont need a clear view to have line of sight to each other. 

Lone Creature: A unit consisting of one creature. Comman- 
ders attached to units dontt count as lone creatures. The acting 
player may ignore lone creatures for purposes of determining 
the nearest enemy or ally, but does not have to, A lone creature 


makes a morale check the first time its hit points are reduced 
to one-half its starting amount, and it routs if tt fails any 
morale save 
Mass Strike: The equivalent of a melee attack for a unit. A 
mass strike generally lets several of the unit's creatures make 
melee attack rolls, The number of creatures allowed to attack is 
determined by how many of them are in melee contact with the 
enemy, Ifa unit is made up of creatures with multiple me 
attacks, ir may make multiple mass strikes if it doesnit move 
If a unit makes multiple mass strikes and is attacking more 
». than one enemy unit, resolve all the mass 
cy stitkes against one tit before seating’ 


= mass strike against another tnit 
Go, 


i TO Sometimes a special ability (such 
A OFT \y | snake's swiftness) allows a unit to makea 
oll 


| “© as Death strike) or a spell (such » 

{ 

A. mass strike with a certain number of 

‘ {2 attack rolls. In this he rules for 
melee contact still limit the number of 

attacks that the unit can make. For example, if 


Death Strike allows a unit to make a mass strike 
with five attack rolls, but only three creatures ae 
in melee contact with an enemy, the unit gets only 

three attack rolls. 

Often, the rules simply refer to a unit makinga 

‘melee attack,” which means making a mass strike 
and involves multiple attack rolls, 

Medium: Medium creatures can make up formed 
units of up to twenty 


fe creatures, or unformed units 
of up to nine, Up to six Medium creatures in an un 

j] formed unit can make a ranged attack 
|| Melee Attack: When a unit makes a melee attack, its 
| sometimes called a mass strike. A limited number of 
creatures in the attacking unit can each 


ake melee 
attack rolls. f the creatures in a unit can make multiple 


{\\ melee attacks, then the unit can make multiple mass 
? strikes, provided it doesnt move. 
Melee Contact: Creatures are in melee contact with 
enemy creatures whose frontage touches their own. A 


A formed ui 


n make a number of attack rolls equal to 


the number of in melee contact with the 


plus one for each adjacent creature in the 
me rank as those creatures (or in the same file, ifthe attack is 
to the unit’ side), An unformed unit can make a number of 
attack rolls equal to the number of its creatures in melee contact 
with the enemy unit, plus one for each creature adjacent to an 
empty space thar's in contact with the enemy unit. 

Melee Reach [#]; A unit with this special ability has two 
advantages 
t gets an attack of opportunity against an enemy unit 
that moves to engage it. The moving unit avoids the attack of 
opportunity if it has a Melee Reach rating at least as high as the 
defender’. The moving unit takes the attack of opportunity and 
applies any results before making its own attack. (So a unit 


First, 


routed by the attack of opportunity, for example, doesnt make 
its attack.) 

Second, a formed unit with Melee Reach gets extra attack rolls 
when attacking to the front. Creatures in the second rank ate 
considered to be in melee contact as though they were in the 
front rank. A Large unit, however, gets these extra attacks only if 
its Melee Reach rating is 3 or higher. (Melee Reach 2 isnt enough 
to let the second rank of creatures reach past the Large creatures 


in the front rank.) An unformed unit does not get extra melee 
attacks for having Melee Reach, 


Mighty Rock Throwing: When a unit with this special abil: 
ity makes a ranged attack, it gets two free volleys against the same 
unit (but not against a lone creature) 

Mighty Swing: When a unit with this special ability makes 
any normal melee attack (including an atta 


k of opportunity), it 
nst the same unit (but not against 
a lone creature). It gets only one free mass strike against a unit 
with two creatures in it. 

Minimum Move: A unit can always take 
afull-round action to move t inch, regard 


gets two free mass strikes ag; 


less of difficult terrain, (This rule doesn't 
allow a unit to move through impassa- 
ble terrain or to move when all move 
ment is prohibited, such as while it 
is paralyzed or engaged, 
Morale Save: Normally, a 
failed morale save cau: 


Minotaur 


normal unit to become shaken 


and a shaken unit to rout. Com: 
manders can grant bonuses t0 
units’ morale saves by being 
attached to the units or by issuing 
special orders to them, 

A unit makes a morale save 
when it takes its first casualty, 


when it first falls to half strength, 
when it disengages, when it 
becomes unformed (if it ws 

formed), or when an attached 
commander stops leading 
from the front. It also makes a morale save if it takes 
casualty from a charge, or if it charges withc 
ing a casualty; in either case, the unit makes an extra 


morale save if the enemy unit's level is at least 5 higher 


than its own, 

A lone creature that fails orale saves routs inste 
A unit thar fails 
caused by a spell or special ability routs instead of becom: 
ing shaken, regardless ofits previous morale state. When a 
commander attempts to tally a shaken unit, its mora 
doesnt change if it fails the morale save 

Mounted Melee Attack: When moving at double 
speed (but not making a charge), a unit with this 
special ability can maki 
any point in its path and can disengage from the 
unit that it attacked withour having to make a 
morale save. 

Mounted Ranged Attack: When moving at 
double speed (but not making a charge), a unit with 
this special ability can fire a single volley at any 
point in its path, 

Move Action: An action that is the equivalent 
ofa unit moving its speed. A unit may replace its attacks with 
a move action, allowing it to move up to double speed. Some 
times special actions, spells, or effects replace one or both move 
actions. (For example, it’s a move action for a commander to 
attach to a unit.) 

Nearest Ally: This works like nearest enemy (see that entry 
butapplies to allied units. 

Nearest Enemy: The nearest enemy ro a specific unit is the 
nearest enemy to which it has line of sight (see that entry 
Another enemy that is closer, but out of line of sight, does not 
qualify as the nearest. When charging, count the distance to the 
énemy taking into account any movement costs for terrain and 


of becoming shake morale sav 


state 


a single mass strike at 


any special movement mode of the moving unit, such as Flight or 
Burrow. By contrast, ranged attacks and effects ignore terrain 
that does nor block line of sight and line of effect. If wo or more 
enemies are at the same distance, the acting player can choose 
any of them as nearest. Thi 


ting player may ignore lone crea- 
tures for purposes of determining the nearest enemy, but does 
not have to. 

On Terrain: Same as “in" terrain (see that entry) 

Out of Command: Some special abilities, such as Execu- 
tioner's Blade, affect units that are out of command. If a unit 
has been put under command in this round, it's considered to 


be under command for the rest of the round. If it hasnt been 
put under command yet, a commander can put it under com 
mand as an immediate action to keep it from counting as out 
of command. When the unit activates later, it will still be 
under command. 

Paralysis: (Spell/Ability Effect) Paralysis can affect entire 
units or lone or attached creatures. When some but not all crea 


tures in a unit are paralyzed, the unit's controller chooses either 
lyzed 
creatures. For example, a Ghoul 
J\ sit gets five hits or 
Initiate unit, destroys one crea 


to have the whole unit paralyzed or to eliminate the p: 


un Soul 


nd forces the unit to make 
four saves. The Sun Soul Initiate 


unit fails two saves, so its con: 
troller must choose either to elim 
inate an additional two creatures or to 
have the whole unit be paralyzed. 

Poison (EFFECT; DC #); Ifa Poison 
effect in the skirmish rules 


deals damage ‘wheneve 
poisoned creature acti 
vates,” then in the mass 
Is 


battle rules it simply d 
mmediately. Tota 


the Poison damage from the 
attack. The defending unit takes 
that extra dama, 
ceeds on a save, in which case it takes 


unless it suc 


half thar extra dan 


If Poison causes an effect, such as Paraly 
sis, each hit that doesnt destroy a defending 
cre 


pure requires the unit 1o make 
a save or have a cr re become 
subject to that effect. For example, 
if a Thri-Kreen Ranger unit scores 


two hits with its Poison attacks on an 
enemy unit and destroys one crea 
ture through damage, the enemy 
unit must make one save or have 
lyzed, 
then chooses 


one creature become 
(The defending pla 

have the unit asa whole be paralyzed or to eliminate the 
paralyzed creature 

Pounce: When charging, a unit with this special ability can 
make multiple mass strikes as ifit hadnt moved 

Push/Pull: (Spell/Ability Effect) Certain spells or abilities 
push other units away from (or pull them roward) the crea- 
ture(s) using the spell or ability. The pushed or pulled unit 
cannot move into or through a space occupied by any other 
unit, or through walls. Pushed or pulled units that were engaged 
are moved without having to disengage (and thus avoid related 
consequences} 


either 


® 
ie 
3 
= 


Push: A unit pushed away from another unit must move in a 
straight line and end up farther away from the pushing unit 

Pull: A unit pulled row 
line and end up closer to the pulling unit. 


sd another unit must move in straight 


Ifan effect states you may “push or pull the target can end up 
closer to, farther from, or the sume distance from the unit pro- 
ducing the effect. 

When some but not all creatures in a unitare pushed or pulled 
the defending player chooses between having the whole unit 
affected or eliminating the affected creatures. 

Radius 2, Radius 4: (Spell/Ability Keyword) A range given in 
the description of certain spells and abilities. The spell or special 
ability affects the entire unit plus any enemy units engaging or 
engaged by the unit. Damage-dealing effects deal 
rea-effect damage, reducing the unit’ hit 
points, Ifir hasa nondamaging effect, it affects 
the entire unit, which gets a single save (if 
any) to resist the effeet 

Ranged Attack: When a unit makes a 
ranged attack, the attack is sometimes 
called a volley. The maximum distance 
for such attacks is 24 inches unless 


otherwise noted. Engaged units can 

not make ranged attacks. Only a cer- 

tain number of creatures in an unformed | 
unit can take part in a ranged attack 

eight Small creatures, six Medium crea 

tures, or four Lary 
creatures in a unit can make multiple 
ranged attacks, then the unit can make 
multiple volleys provided it doesnt move 


Spells and special bilities that work at range, such as 
Gaze Attacks, Breath Weapons, and most spells, are lim- QS 
ited in the same way as ranged attacks 

Ranged Sneak Attack +[#]: This ability works 
like Sneak Attack (see that entry), but the attacker 
must make a ranged attack and be within 6 inches, 
and it cannot affect lone creatures engaged bya (>) 
formed unit if none of the other required condi- 
tions apply. 

Rear: A formed unit has a ~# penalty on attacks 
4-4 penalty to Armor Class against mi 

1d a 4 penalty on morale saves when engaged on 
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he rear, 


ee attacks from the 


assigned to it. Ifthe unit’ hit point rating has 
been reduced by area-effect damage, then 


Rey on restores the unit's hit point rating / 


ion doesnt restore destroyed crea 


it), Regener 
tures to a unit 

Rend [#]: When a unit with this special abil 
ity is a lone creature fighting a lone creature, this ability 
works the same as in the skirmish rules. Otherwise, use the 


following rules in mass battles 
When au 
its turn, it can deal extra damage. It scores “rends” equal to the 
number of hits in the mass strike that scored the fewer hits. Each 
rend deals 5 extra points of damage instead of the indicared 
amount. For example, if a Troll unit scores two hits with its first 
mass strike and four hits with its second, it scores two rends and 
deals an extra 10 points of damage. 
Ifa unit with the Rend ability makes more than two mass 


with this ability makes two mass strikes during 


Hound Archon 


Regeneration [#}: A unit with this special ability Y~4 
can recover hit points lost to normal damage Le 


strikes, use the attacks that dealt the nwo highest numbers of hit 
to determine how many rends it scores. 

Resist [#] ENERGY: Apply this resistance to each creature 
damaged (or that would be damaged) in a unit, For example, a 
lightning bolt spell deals 60 points of damage against a Kuo-Toa 
unit. Each Kuo-Toa has 10 hp and Resist 5 Electricity, Thus, each 
Kuo-Toa takes 15 points of damage to destroy, so four creatures 
are eliminated rather than six 

Ifan attack deals area-effect damage to all the creatures ina 
unit, Resist Energy protects each one. For instance, if a fireball 
spell deals 10 points of damage to an Abyssal Maw unit (with 
Resist 10 Acid, Cold, Fite), the unit takes no damage and its hit 
point rating is not reduced. 

Routing: If an effect, such as cause fear spell, forces some 
bur not all creatures in a unit to rout, the controller chooses 
between having the whole unit rout or eliminating the rout 

ing creatures. 
Save: When an entire unitis subject toan 
effect, such asa fireball spell, make one sive 
for the unit. When the creatures in a unit are 
subject to multiple individual effects, such as 
ks against the unit, make a sep 
,,/ tate save for each creature affected 

// Scout: You may deploy a unit with this special abil 
fj ‘eranvshere on the board but atleast 12 inches fom 

ys the other players’ deployment zones. 
y See: Some effects refer to spaces that a 

Jf creature can “see,” such as the Hound 


Stunning A 


~.SEq Archon’s dimension door spell. As with 
/ } ¢ Le2 Sy sight range, this is limited vo 24 inches 


—A}} 37 in the mass battles rules. 
1G scective Shor [e]: A unit with this 
special ability can target its ranged attack 
against an enemy unit other than the 
nearest one. With Selective Shot 2, it can 
target the nearest or second nearest enemy: 
With Selective Shot 3, it can also choose to 
target the third nearest, and so on. A com 


4 


‘mander can improve this targeting discretion 

by issuing a special order, as with other 
units making ranged attacks 

Shaken: A unit (other than a lone 

. » creature) with normal morale that fails 

a morale save is shaken but not routing 

NES fh asshen ints taken 2 panally oa 

attacks, saves, and Armor Class. A shaken 

unit cannot move to where an enemy unit engages it 


(If its already engaged, however, it does not need to 
disengage.) It can still move to engage an enemy un 
formed unit. Being shaken is a fear-related effect, 50 
creatures that have the Fearless special ability are immune 

to being shaken, 

Shot on the Run: A unit with this special ability ean mo\ 
make a single volley, then move again, as long as the distance it 
moves during its turn doesnt exceed its speed 
ide: A formed unit takes a~2 penalty on attacks to the side,a 

2 penalty to AC against melee attacks from the side, and a2 
penalty on morale saves when engaged on the side. 

Sight: Special abilities and spells with a range of sight are lim 
ited to 24 inches in the mass battles rules. 

Skips Next Turn: (Spell/Ability Effect) On its next turn, 9 
unit subject to this effect activates but may take no actions. It is 
still considered active, Ir till engages enemy units normally and 
can make attacks of opportunity. 


If some but not all creatures in a unit skip their next turn, the 
controller chooses between having the whole unit skip its next 
turn or phasing out the creatures. The phased our creatures must 
n to play at the end of their unit's next turn; they ate per 
manently eliminated if their unit was eliminated or has moved 
in the meantime 

Sleep: (Spell/Ability Effect) If some but not all ereatures in 
aunit are sleeping, those left awake can awaken the others. The 
units controller chooses either to have the whole unit skip its 
next turn (while some creatures wake up others) oF to elimi- 
nate the sleeping creatures. A unit can takea standard action to 
remove Sleep from one adjacent sleeping unit (replacing its 
attacks). Sleep effects are also removed immediately when a 
sleeping unit takes damage. 

Small: Small creatures can make up formed units of up to 
thirty-six creatures, or unformed units of up to sixteen, Up weight 
Small creatures in an unformed unit can make ranged attacks as 
part of a volley. 

Sneak Attack +[#]: A unit with this special ability gains the 
indicated bonus on its melee damage if the defending unit is 
stunned, helpless, or unable to see the attacker: The unit also 
gains the bonus against a lone creature, but not if the attacking 


unit itself is a lone creature. (An attached creature leading a 
unit from the front can use its Sneak Attack special ability 
against a lone creature. 

Space: The amount of space on the battlefield a unit accu 
pies. A unit containing the maximum number of creatures 
occupies a square 5 inches on a side. A unit's space is defined 
by its maximum width and depth, Units are 5 inches wide 
until they have so few creatures that they no longer span 5 
inches (three Small creatures, two Medium creatures, or one 
Large creature). 

Spell: As with ranged attacks, only a limited number of crea 
can cast ranged spells. The creatures have to cast 


fufes in au 


the same spell at the same target unit (or other target). Use of a 
spell counts against the unit’ limit even if not all the creatures 
participated in casting it. An attached creature casts spells, if at 
all, separately from its unit. 

Spell Resistance: When a unit with Spell Resistance is hit by 
a spell, roll once for the unit even if the spell affects multiple 
creatures. When the unit is hit by multiple spells, make one roll 
perspell. 

Spring Attack: A unit with this special ability can move, make 
amass strike, then move again, as long as the distance it moves 


during its turn doesnt exceed its speed. If it moves away from a 
ick of opportunity nor 
unit, bur it 


unit th 


eng: 
mally and must end at least 1 inch away from 1 


1¢8 it, it provokes an a 


does not need to make a morale save. 

Square: Rules text that refers to “squares” converts to inches in 
the mass battles rules. For example, the Sidestep ability refers to 
a creature moving only 1 square, which means a unit moving 1 
inch in the mass battles rules. 


Statue: Statues, such as those created by a spell ora Medusds 
gaze, have no effect in mass bartles—units may move freely 
through them with no penalties. Ifa creature transformed into 
2 statue is returned ro the battlefield, place it in an unoceu- 
ried space as near as possible to where it was when it turned 
into a statue 

Stun: (Spell/Ability Effect) If all the creatures in a unit are 
subject to this effect, the unit is stunned. Ifthe Stun effect has a 
save DC, then a successful save negates the effe 

Astunned unit canit move, attack, or take standard actions, but 
itis not helpless. A stunned unit takes a ~2 penalty to Armor 
Class. Ir isnt active, doesnt engage enmy units, and can't make 


attacks of opportunity. A stunned unit stops being stunned at the 


end of its next turn (in other words, 


loses one chance toact), It 
can still make morale saves normally 

If some but not all ¢ 
troller chooses between having the whole unit be stunned or 
eliminating the stunned units, 

A stunned commander can't put other creatures under com: 
mand or issue special orders, and its Commander Effect does 
not function. However, it can still make morale saves normally, 

Summon: (Spell Keyword) A summon spell (such as summon 
‘monster oF summon nature’ ally) brings a creature or creatures 
matching specified restrictions onto the battlefield within 6 
inches of the summoner. This effect otherwise works as it does 
in the skirmish rules. 

Switch Posi /Ability Effect) This effect usually 
affects only individual creatures (whether lone, attached, or in 3 


atures in a unit are stunned, the con. 


unit), A creature switched our of a unit becomes a lone creature 
that cant activate until the next round. If it switches positi 
witha creature that had been in a unit, tappears adjacent to that 
unit and canit activate until the next round, 


A few spells and special abilities cause the unit using the 
ability to switch positions with its target, or to cause two other 
units to switch places. If the two units occupy spaces of the 
same size, simply swap theie locations on the battlefield. Ifthe 
units switching places occupy spaces of different sizes, they 
can switch positions only if there is a legal placement for the 
larger unit. Each unit must end up on at least part of the space 
the other unit occupied, The player who controls the effect con- 

trols the exact lo 
as itis a legal posit 
switched w 
enemy unit is not disengag: 
ingand involves none of the 
consequences for disengag. 
ing. Attached creatures may not 
have their postions switched 


ion, so long 
n. Being 
le engaged by an 


by enemies. 

Tactics: A unit with this 
special ability doesnt count 
against the number 


r 
8 
i 
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of units you have to acti 
you can activate in a phase, just like a commander. 

‘Target Creature: Spells and special abilities that affect “tar- 
get creatures” can target individual creatures within a unit 
(See the Creature entry, above, for how this works in the mass 
battles rules 

Threaten: “Eng 
roughly equival 
mish rules. 

‘Touch: (Spell/Ability Keyword) A rouch-range spell usually 
affects an individual creature. (See the Creature entry, above, for 
how this works in the mass battles rules.) 


te in a round or against the number 


an enemy unit" in the mass battles rules is 
¢ 10 “threaten an enemy's square” in the skir 


Use the rules for melee contact to see how many creatures in 
ack against an enemy unit. Any 
use a touch-range effect on an 


4 unit can use a touch-range 
number of creatures in a unit 


cent allied unit. 

Trample [#] (DC [#]): Once during its turn, a unit with this 
special ability can move through one enemy unit’ space. It moves 
to engage the unit, converges, and draws an attack of opportunity 
from the unit thas about to be trampled; it then moves through 
(but not onto) the unit, The defending unit takes the indicated 


amount of melee damage from each creature that moved through 
its space, or half that much on a successful save, Trampling doesnit 
count as the unit’ attack for the turn 

Tyrannical Morale +{#]: (Commander Effect) If a com: 
mander you control has this special ability, you can give the 
unit to which it's attached an additional bonus on its morale 
save equal to the indicated amount. However, if the save fails, 
that unit is destroyed instead of becoming shaken or routing 


The opponent whose unit triggered the morale save or origi: 
nally caused the unit to rout receives victory points for elimi 
nating the creatures. 

Unformed Unit: A number of creatures fighting as a group 
but not in close order. A player decides during deployment 
which of his or her units will be formed or unformed, and they 
remain so throughout the battle. Only a few types of creatures 
can make up formed units (see that entry); all others must be 
unformed. Unformed units have no facing and no true ranks. An 
unformed unit can have up to sixteen Small, nine Medium, or 


four Large ereat 

Unique: A creature with this special ability is one of a kind 
and has a given name, such as Tordek, Dwarf Fighter. A creature 
with the Unique special ability is sometimes referred to as a 
character. You cannot have more than one Unique creature 
\with the same given name in your army. For example, Tordek, 
Dwarf Fighter and Tordek, Dwarf Champion both count as 
“Tordek"; you can only have one or the other in your army. Each 


of your opponents and teammates can have their own copy of a 
Unique creature. 

‘Unique creatures can attach to units just as commanders do, 
and they can attack if “leading” from the front. Lacking a Com- 
mander rating, they provide no other benefits to the unit, but 
they trigger no morale save for changing their attachment. 

Unit: A group of one or more creatures that act together. The 
th the exception of an 
attached commander (if any). Unless attached to a unit, a crea 
Lure all by itself is its own unit, called a lone creatute. 

Volley: The equivalent of a ranged attack for a unit. A volley 
generally lets several of the unit’ creatures make ranged attack 
rolls. The number of creatures allowed to attack is determined by 
their size, whether or not the unit is unformed, whether a crea 
ture has clear line of sight to.a target. Ifthe unit is made up of 
creatures with multiple ranged attacks, it may make multiple vol 


creatures must all have the same name, 


leys if it doesnt move. 


Often, the rules simply refer to a unit making a “ranged 
attack,” which am 
attack rolls. 

Vulnerable DAMAGE TYPE: This ability generally works 
the same way it does in the skirmish rules, increasing damage 
by one-half (round down). Combine all the damage from seps 
rate, simultaneous attacks before the increase. For example, if 
Mummy unit (with Vulnerable Fire) is struck by one leser ireorb 
spell (5 points of fire damage), it takes 5 points of damage. If its 
struck by four lesser fire orb spells (20 points of fire damage toy 
ittakes 30 points of damage 

Wall: Walls and solid stone block movement and line of sight 
A.unit cant move or make a ranged attack through a wall. Count 
around walls to see if commanders are close enough to influence 
the creatures in their army. 

Wandering Monster: Deploy a unit with this special abil- 
ity randomly, as follows. Place the unit in the middle of the 
board, randomly determine a player, then roll 1420, The unit's 
center is 1d12 inches in a random direction from that player's 
starting point 


ins making a volley and involves multiple 


20 Direction 
15 Closer 
6-10 Farther 
ms Left 
16-20 Right 


Whirlwind Attack: On its turn, if unit with this special 
ability has moved 1 inch or less, each of its creatures can make 
two melee attack rolls (except for attacks against lone or 
attached creatures). 

‘Wounded: A unit that has some damage assigned to i (but not 
enough to cause a casualty) is said to be wounded 

Your Warband: (Spell/Ability Keyword) An effect 
range “your warband! can affect allied units within 6 inches. 


the 


jand stat cards: creating and play 
‘dungeons. You can play the dun 

its different evety time. To keep it intere 

power level of the dungeon up or down to:mat 

abilities. You can even run a random dungeon w 

Dungeon Master (details are provided tater in. this chapter 

You camphay inone of the: 


a friend ortwo havesome spare time. Oryif you € 


le the 
the party's 


string together one'delve al 
dungeoneering campaign. 

A miniatures-oriented random dunge 
tactical map, the miniatures of the monsters, 
corresponding to those miniatures collected 1 
geon deck.” The players move their miniattires across the map, 
and the DM draws cards from the déck to construct enc 
Once you havea dungeon deck buils,you can play over and 
again without further pteparation. 

You can run characters from your regul 
through a random dungeon, but it's usually bere 
eharacters not connected to your ongoing campaign: Then you 
can concentrate on having fun and not worry about effects that 
could upset a campaign, such as experience points, magic items, 
and character death. A random dungeon makes a good change 
of pace when you don't haye time or dont haye all the players 
yi need to play your regular game 


herin adian- 


D&D game 
fo create new 


A Apel Ra pf 3M 


Heres dungeon delve suitablefor 1stevel char 
acters. It uses the most basiorules—you c: 
without reading the rest of this chapter. When you 

use this one as'a 
in the 


create your own, dungeons) you ie 
line or add in any of the options discussé 
rest of this chapter. 

Characters: This dungeon is for a party Of around 


four 1st-level charac 
Map: Use the dun 
geon Master's Guide, The DM indicates w 
party explores the dungeon. (Make'the 
wide so that characters and crea 


geon battle grid from the Dun 
doors 


move through them easily 


Dungeon Deck: This dungeon deck 
eds. 1f you dont have all the cre 


tains 


twenty-oni 
tures on the lispbelow, you can use other ereatures 


instead, as long as they have the same CRS. Fot best 
Fesults, swap an entire set of creatures for a different 
set. For instance, if you have only two skeletons, it's 
better to replace the entire set of six Skeleton cards 
with four Zombie cards or two Wolf Skeleton 

ards, rather than using the two skeletons you 


have and adding’in something else 


Lsdbiprises 
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* Card Title cr 
6 Skeleton Wa 
4 Human Bandit W2 
4 Ore Warrior Wa 
2 Ghoul 1 
2 Gnoll 1 
2 Lzardfolk 1 

1 Worg 2 
21 total cards 


Play: Pick a room on the map to serve as the entrance to the 
dungeon and start the characters there, The PCs arrange them- 
selves in front ofthe door leading out of the room. The encounter 
the door. The DM randomly deter 
ncounter (see below), 
for initiative. After the combat is over, the party finds a treasure. 
Roll on Table 7~1: Random Dungeon Treasures (near the end of 
this chapter). Creatures that have been killed are left on the 
battle grid, knocked ov: dy 
been conquered. The players take the stat cards for the creatures 
they've defeated to keep track of their progeess. Then they go to 
the next door. 

Encounters: To randomly determine an encounter, the DM 
shuffles the dungeon deck, cuts it, and draws four cards 

If more than one card of a particular creature is drawn, those 
creatures can go together to make an encounter. Use the caed or 
cards that make the toughest encounter. (For example, if you get 
three Ore Warrior cards and one Gnoll card, use the ores. Ifyou 
get three Ore Warrior cards and one Worg card, use the worg.) If 
theresa tie for what would make the toughest encounter, use the 
encounter with the most creatures. (For example, if you draw two 
Ore Warrior cards, one Skeleton card, and one Lizardfolk card, 
use the ores. 


starts when the PCs op 


mines the creatures in the eryone rolls 


to indicate which rooms have alr 


If there’ a tie for which encounter has the most 
creatures, use the creatures you drew first, Shuffle unused cards 
back into the deck. 

Winning: If the characters defeat monsters whose CRs total 
Sormore, they win. Ifthe characters are killed before they defeat 
monsters whose CRs total 8 or more, they lose. The possibility of 
losing (having all the characters killed) is much higher in a 
random dungeon than in standard D&D game, but ifthe play- 
ers lose they can always try again with new characters! 


CREATING f 


The preceding section describes how easy it can be to run a dun- 
geon delve—but there’ a lot more you can do to spice it up 
Rooms can have interesting features, creatures can have particu: 
lar habits, and encounters can unfold in unusual ways. You can 
run dungeon delve campaigns, and even play without a DM. 


CONSIDERATIONS 
When creating your dungeon delve, youll want to keep several 
factors in mind, All the topics mentioned here are covered in 
more detail throughout this chapter. 

Creatures: You should have around twenty creatures for 
your dungeon, The creatures need to be about the right CR for 
the dungeon level—you dont 
level dungeon, The dungeon is most fun if some monsters form 
groups (such as reprilian creatures or undead 
tures of different kinds to be encountered together 

Wandering Monsters: Wandering monsters introduce a 
sense of urgency to the 


1 CR 7 creatures in a tst 


which allow crea 


ungeon—the PCs want to keep moving 
(on, s0 they can achieve their objective without wasting time and 


resources on mi 


ingless encounters. Wandering monsters 
affect the use of traps and checks to open doors, and they might 
require the construction of a separate deck. 

Special Cards: If you introduce special cards, youl have 1 
make them yourself, That means some cands in your deck will 
look different from the stat cards. You may want to purchase 
opaque-backed card sleeves to keep card information hidden 

Objective: The standard objective isto defeat creatures whose 
CRs add up to a certain number, but many special cards and 
encounter types (such as bosses and statues) provide alternative 
objectives. 

Playing without a DM: You can play without a DM, but 
someone will have to prepare the dungeon. Also, you!l need 10 


¢ decisions ahead of time on questions such as who makes 
rolls for the monsters. 


——___THE DUNGEON DECK 


The heart of a random dungeon is the array of miniatures rep 
resenting the denizens and the deck of cards that goes with 
them, Choose twenty or so miniatures for your dungeon. Some 
should stand alone as encounters while others may be part of 
a group. 

The basic dungeon outlined in the preceding text has mon- 
sters encountered together only if they are the same creature. For 
a more interesting dungeon deck, create groups to allow differ 
cent creatures to be encountered together (see Groups, below 


CONSTRUCTING YOUR DECK 
Each miniature for your dungeon is represented by acard in your 
dungeon deck, In addition, you may want to add cards for special 
encounters, events, and items 


Dungeon Level 
The first step in constructing your deck is to give your dungeon 
a level rating, This is the same as the level ofthe party you expect 
to delve into the dungeon. Choose monsters that make encoun 
ters of an EL appropriate to the party. In making your choices, 
create a mix of creatures with Challenge Ratings close to the 
level of the dungeon. 

Go ahead and be aggressive. A random dungeon is more fun 
when irs tougher than normal. The whole point is to have fun in 
a short period of time, not to nurture characters to high lew 
‘over the course of years. If characters die, thar'sall right. At 
challenge is more fun than a cakewalk, especially if the 


donit care about the characters’ long-term career goals 


Groups 
A group is a collection of creatures that might be encountered 
together. You make up groups as you see fit, depending on how 
youid like creatures to be encountered in your dungeon, When 
ever two or more creatures of the same group are drawn together 
for an encounter, they all work together against the party 
By default, identical creatures always form a group. However, 


you can expand the definition of ‘group’ to include other criteria, 

A group might be based on a creature type or subtype. For 
example, you could say that “undead” is a group. If you drew a 
Ghoul card and a Skeleton card from the dungeon deck, those 
creatures would be encountered together. 

You can also create groups based on alignment (all lawful 
evil creatures are part of the same group, for example) or fac 
tions that you invent, representing different gangs or camps 
within the dungeon. If you have a theme or a back story for 
your dungeon, you can even create strange groups to reflect 


that, For example, maybe in your dungeon a tribe of ogres use 
trained wolves as guard animals, Ogres and wolves, then, would 
belong to the same group. 

Not all creatures belong to groups, You might pur one or more 
single creatures in the deck that dont form part of any group. 


Modified and Additional Cards 
Ifyou lik rds and create special cards to 
put in your dungeon, Modified cards change the narure of an 
‘ounter (see Special Encounter Types) of the behavior of the 


you can modify stat 


wires (see Creature Habits), Special cards can further ran 


domize the of encounters and introduce traps and items 


to the dungeon (see Special Cards 
You can modify a creature card directly (by simply writing 
boss," “enemy? or "x3" on it with 
label or piece of tape. If you use c 
sleeve or apply a label to it so that you dont 
Finally, if the modification applies to a unique cre: 
simply make a note of the modification elsewhere. For example, 
if you have only one Drow Cleric of Lolth card in your deck, you 
can simply remember that that creature isthe boss. 

You'll have to make your special cards from scratch. It's prob- 
ably easiest to use index cards trimmed to the same size as the 
stat cards. 
= You can purchase card sleeves—the type sold in hobby 
shops for trading card games—that protect the cards you use 
in your dungeon deck. Sleeves with opaque backs hide the 
identities of the cards in the deck, making it easier to integrate 
homemade cards, 


pen), or you can use a small 
d sleeves, you can mark the 
wge the card. 


Drawing Cards from the Deck 
Stat cards have information on both sides: one for the minia 
tures rules and the other for the roleplaying rules. Asa result 
the players 
will always be able to tell what's coming next. Furthermore, if 


if you simply draw cards from the top of the dec 


you add homemade cards to the deck, your players will see 
those cards ahead of time when one of them reaches the top of 
the deck. 

‘Opaque-backed card sleeves are a convenient way of hiding 
information. You can shuffle once at the beginning of the game 
and draw all cards from the top of the deck 

If you donit have card sleeves, y 
simply by not drawing from 


avoid this problem 


cards from the middle. This way, no one knows what cards will 
appear in the encounter until they are drawn 


Side Decks 
In addition to the dungeon deck, you may also want to add a 
wandering monster deck (see Wandering Monsters). Wandering 
monsters encourage the party to act fast. The PCs never know 
when another foul beast could be lurking around the corner, so 
they had best hurry to reach their objective. 
You might also want to build an “upgrade” deck, which pro 


vides more powerful cards that you add to make the dungeon, 


deck stronger (see Evolving the Dungeon Deck 


SPECIAL ENCOUNTER TYPES 
Most encounters are just normal monsters that follow the 
normal rules for constructing encounters, You can apply special 
rules, however, by modifying the stat card. (See Modified and 
Addition: 

In general, a typical dungeon deck made with twenty or so 
stat cards should include three or four stat cards modified to 
create special encounters. If you have a theme or idea behind 
your dungeon deck, you might include more special cards to 
reflect that theme. 

Boss: The adventurers have found the ¢ 
lives in the dungeon, the villain they have come to destroy. 


Cards, above, for tips on how to mark cards, 


| mastermind who 


‘When you puta boss into your dungeon deck, destroying this 
creature is the point of the delve. If yout playing a one-shot 
delve, the players win if they kill the boss and lose if they fail. F 
you're playing a random dungeon campaign, the PCs get full 
experience for a delve in which they've defeated the boss and 
half experience fora delve in which they fail ro defeat this villain. 
Pur only one boss in the deck. 

You dont want the boss to show up right away—the delve 
would be over before it had the chance to pick up steam. When 
you first draw the boss, the characters catch a glimpse of it as 


it escapes. (Most bosses take this opportunity to utter a taunt 
such as “You've fallen into my trap, foolish adventurers— 
never again shall you sce the light of day'” and then laugh 
maniacally before slipping out through a secret door) Draw a 
replacement for the boss card and shuffle the boss back into 
the deck with the other cards that b: A 
really tricky boss might escape twice before finally confronting 
the adventurers. 


e not been used y 


the top of the deck, =" > Another way to handle the boss is to leave the card out of 
reacmitybatareach = -——~~_ the deck ar the beginning of the dungeon. After the PCs 
f a Es) have defeated one or two desi <d monsters, the 


encounter, shuffle 
and cut the deck, d( 
then draw your ‘s 
encounter 

WW 


boss gets shuffled into the deck. Suppose the boss isa 


Drow Cleric of Lolth. There may be four drow 


fighters (minions of 
the cleric) in the dun 
geon deck. Once three 
of the minions have 
been killed, the boss 
gets shuffled in, That 
way, the characters 
always meet the min 
ions first 
The boss can also be a 
{] lurker or one of a pair of twins (see those 


* NS ntres, below), Making it twin increases 


the odds that it will appear later in the 
Carrion Cravwler 


delve rather than eater 
Enemy: 
rupted a fight berween the lone survivor of 


The adventurers have inter- 


mith 


Mins by A, 


an evil adventuring party and the monsters that have finished 
off the adve 


turer's allies. The survivor fights both the mon: 
sters and the good adventurers. 

When you draw an enemy, set itaside. Draw an additional card 
to replace it, then determine the encounter as normal. The enemy 


appears in the room with the other creatures, but it is not on 
those creatures’ side 

Evil NPCs can be enemies, as can various monsters, Generally 
an enemy is the only creature ofits kin 
enemys CR ca 
strong 


in the dungeon deck. An 
at the dungeon level, above it, or below it. A 
er enemy can do more dama 
do more damage to the party as well. 

Friend: The adventurers have interrupted a fight between the 
Jone survivor 


to the monsters—but can 


fan adventuring party and the monsters that have 
finished off the adventurer’s allies. The survivor joins the adven 
turers in fighting the monsters. 

When you draw friend, set it aside. Draw two additional cards, 
then determine the 


ncounter as normal. The friend appears in 
the room with the other creatures, but it isa good creature and it 
fights on the side of the characters, (Either the DM or the players 
can control its actions.) After the fight, the grateful friend heads 


for the surface without expecting a share of 


asure. 
friends. A 
friend's CR should be one or two lower than the dungeon level. 
A devious DM might put both a friendly dwarf and an evil 
enemy dwarf in his di 


Various good characters and creatures can count 


eon deck so that the players cant tell 
at the start of the fight whether the dwarf they've met isa friend 


Lurker: A sneaky, wandering opportunist has found the adven: 
turers and attacks them while they're fighting other creatures. 


A lurker makes any encounter more challenging, 


When you drawal 
mine the encounter 


ker card, set it aside for a moment. Deter 


1g the remaining cards. The 
lurker appears on the battle grid outside the room, attacking the 
party from behind or from the side. If there's more than of 
direction the lurker could come from, determine the directio 
randomly. Place it on the board as far away in that direction as it 


could be and still be in line of sight. Usually it will appear around 
corner or at the far side of a door 
If you have long 


obstructed lines of sight on your board, 


assume that the dungeon is gloomy and that the lurker appears 


60 feet away from a character with darkvision or low-light vision, 


or 30 feet away from a character with normal vision. A 
with ranks in the Hide skill starts the combat hiding, if it has 
cover. A harsh DM might decide where the lurker is but keep it 


off the board until it comes out into the open or a character 
mal 


ie 
In dungeons with tough lurkers, parties may find that it 


pays to place lookouts at corners in the rear to keep lurkers at 
adistance 


a Listen or Spot check to notice it. Rogues and yermin are 
ical lurkers. 


Pet: The trials of 


on life have forced this creature 10 
team up with dissimilar creatures: 

When you draw a per card, set it aside for a moment, Deter 
mine the encounter as normal using the remaining cards. The 
pet appears in the room with the other creatures and fights on 
their side. 

A pet might be a monster of some sort that has been trained 
by other dungeon denizens, or an evil warrior whose band has 
been defeated and who looks to the other creatures for safety 


Because it adds to the danger of the encounter hould 


have a CR at least a few steps lower than the dungeon level 
Even a really weak creature can have some role in an encounter 
if rs teamed with more powerful creatures. (The “pet" role may 
merely be comic relief, but itis a way to stick a kobold into a 
7th-level dungeon.) 

‘Twin: A pair of creatures (not necessarily the same kind) inbab- 
its the dungeon. They are never seen apart from each other. 

If you draw a single twin card, set it aside. Determine the 


encounter as normal using the remaining cards. After determin- 
ing the encounter, shuiile the twin card back into the deck 

If you draw both twins, and they form the most challenging 
encounter you can make, the nwo twins are the encounter. 

The twins could be a mated pair of displacer beasts, or an evil 
cleric with her pet hell hound, Because twin encounters are 
likely to appear at the end of the delve (when the deck is thin and 
it's more likely that you draw both twins), they should make for 
aclimaetic battle. Each twin should have a CR about equal to the 
dungeon’ level. 

Multiples: The adventurers have run into a large number of 
creatures, (Hopefully, they arent the most powerful creatures in 
the deck.) 

You can designate a creature card as “X2," "x3," or “x4,” This 
means that the card actually represents two, three, or four of 
those creatures. This method lets you have encounters 
ich as kobolds without 
k full of them. Of 


with weak creatures 
jamming your dungeon de 


you can goas high as you want, but 
es more than twelve of a mon: 
Level you're look- ge = 1 


ing for, chances 
xe its not a very Ss 
interesting mon- ——=—= 

ster to throw at the 

party. (Refer to Table 4-1:Challenge 
Ratings and Encounter Levels for 
details on combining creatures and 
determining their Encounter Level.) 


have any of the other special encounter types. For 
example, it could also be a twin (see above), An Orc Warrior 
card designated "x4" could be the twin of a Cleric of Gruumsh 
card, representing four orcs who are dedicated bodyguards for 
their leader. 


SPECIAL CARDS 
You can add special cards in the deck, to further randomize the 
nature of encounters or to introduc 


ay elements such as traps. 
Some special cards affect the way the game is played, so youll 
need to alter the basic rules when you incorporate thi 


n. Such 


modifications are discussed in the card descriptions 

In general, the following card descriptions assume that you are 
using wandering monsters to add a sense of time pressure (see 
Wandering Monsters). If you are not using that rule, some spe 
cial cards (such as Lock and Key) do not add much to the game 

In general, the number of special cards you add should be 
roughly one-quarter of the total number of stat cards in the deck 
In other words, atypical dungeon deck, made with twenty oF so 
stat cards, should include around five special cards, 

Draw +1: The adventurers have delved deeper into the dun 
geon, where the encounters are more deadly. 

Discard this card and draw two more. Don't shuffle this card 
back into the deck. In 
encounter for the rest of the delve 


dition, draw one extra card for each 


If you use this option, its best 1o include three Draw +1 cards 
in your deck. Ideally, you would draw two Draw +1 cards over the 
course of the game; if you draw more or fewer, the dungeon can 
become unbalanced. (If you like to create larger dungeon decks, 
with more than twenty or so stat cards, include four or five Draw 
+1 cards. 

When you start the dungeon, draw only three cards per en: 
counter. As play progresses and Draw +1 cards come into effect 


youl be drawing four or five cards per encounter. 

Draw +1 cards give the delve a sense of progress: Early 
encounters are easier, and later encounters are tougher. Statues 
(see below) are also more likely to be found deeper in the dun 
geon (because you're drawing more cards per encounter later 
in the delve 

Draw Two: The adventurers have stumbled into an important 
room in the dungeon. 

Discard this card and draw two more. Dont shuffle this card 
back into the deck 

For more fun, you can include a Draw Three card or even a 
Draw Four cand 

Lock and Key: The adventurers find a locked door and a key 
ily in that order. This option uses two 
cards: a Lock card and a Key card, 

When you draw a Lock card or a Key card, set it 


to that door, not neces 


aside, Draw 
it, then d 
normal, (If you draw both cards, 
set aside only the first one 
drawn. Shuffle the other 
back into the deck and 
draw a card to replace it. 
7 After the encounter is 
complete, the characters 
find the lock or key. 
The Lock card represents the 


location of a locked secret door 


additional card to replace 
the encounter as 


one too tricky to pick. Leave a marker 
in that room on the map; when the char 
acters find the key they can return to open the lock. 
The Key card is the key to that lock. Ifthe charac 
ters find it,they can take it with them, either rerurning to the site 
of the lock (if they've already located it) or keeping it with them 
until they find the lock 
When the party opens the lock, they find a big tr 
three rimes on Table 7-2: Random Dungeon Treasure 


sure (roll 


Statue: The adventurers have found a magic statue dedicated 


toone of the gods. The statue grants magical aid to the creatures 


in the room, making them tougher. However, once the creatures 
are defeated, the characters gain the benefit of the statue, which 
helps them out for the rest of the delve. 

For each Statue card you include in your deck, pick the deity 
to which it is dedicated: Hextor (the statue grants +1 on attacks 
per 3 dungeon I 
damage per 3 dungeon levels), Pelor (+5 hit points per dungeon 
level), or Boccob (regain used spells) 

When you draw a Statue card, set it aside Draw an addi 
tional card to replace it, then determine the encounter as 
normal, (If you draw two or more Statue cards, set aside only 


Js), Heironeous (+1 to AC), Erythnul (+146 


the first one drawn, Shuffle the other back into the deck and 
draw a card to replace it.) The effect specified on the card 
applies to the 
lurkers, or friends). Obviously, the Boccob statue doesn't help 


reatures in the room (not including enemies 


the monsters much. Once the characters defeat the mo 


ters, 


they gain the magical effect for the rest of the delve. Bonus 


= 
o 
A 
z 
Hy 


ned from statues st 


k with similar bonuses from other fea 


tures of the dungeon, 

The starues’ magical effects help the PCs keep moving through 
the dungeon. Typically, adventurers run low on hit points and 
spells, In such a case, statues give them the boost they need to 
fight on. 

You can also use statues as a victory condition. For instance, if 
you include four Statue cards in the deck, the victory condition 
for the delve might be to find three of them. 

Trap: The door the party has opened was trapped. 

When you draw a Trap card, add it to the encounter. It rep- 
resents a trap on the door that the party opened. The trap sets 
off an explosive that deals 1d6 points of fire damage per dun- 
geon level to the character who sprang the trap (Reflex sa 
DC 15 + dungeon level for half damage). Determine the rest of 
the encounter normally. 

‘A character may be able to find and disable the trap ahead of 
time. The DC for Search and Disable Device checks is 20 + dun 
geon level 

Ifthe dungeon has wandering monsters, let ch: 


for traps as much as they like. To be nice and keep the game 
moving, let character search a door asa full-round action. Ifthe 
character finds a trap, he ot she can also try to disable it. Again, 
allow the charactera Disable Device check as full-round action. 
(Remember that a check that fails by S or more springs the trap, 


dealing damage to that character.) 
Ifthe dungeon do 


sithave wandering monsters, let one char 
acter make one Search check to find traps at each door, If a 
character finds a trap, let him or her make as many Disable 
Device checks as he or she wants 

Ifa character searches for traps and gets a high enough result 
to find one, youll have to draw cards for the next encounter 10 
see whether theresa trap or not 


reature Habits 
To make the creat 


res ina random dungeon more distinct and to 
make running them easier, you can assign various habits to dif 
ferent creatures. A habit is a rule of behavior the creature tends 
to follow. 

Often, a habit means thar a creature prefers to attack one char 
acter over another. In such a case, the creature will give up a 


flanking situation to attack a preferred character, but it wont 
willingly provoke an attack of opportunity or give up the chance 
to attack, If the creature has a ranged attack, it wont shoot at a 
preferred targe 
target is ch 
tov 


with cover or a target that’s in melee if another 


1. It might maneuver, one S-foor step at a time, 

1 its preferred foe, but it won't race willy-nilly past other 
es to get to the one that it wants to attack 

You can assign habits as you see fit, giving them to all crea 

tures, some creatures, oF none. You can mark the stat cards to 

indicate their habits, or you can simply generalize the habits 


enem 


(such as “all goblinoids are greedy and all reptilians are blood 
thirsty”) and keep track of them in your head. You can even 
assign habits on the fly, as each encounter unfolds 

Bloodthirsty: A creature with this habit has a learned or 
instinctive sense foran enemy's weakness, and it tries to strikeat 
a party’s weak link. 

bloodthirsty creature prefers to attack the character with the 
fewest hit points. This habit can be a killer because it concen: 
trates attacks on the most vulnerable party members, 

re this habit to bloodsucking monsters or black-hearted 

iends. 

Distracted: Creatures with this habit are a little thick, and 
canny adventurers can easily draw their attention from one com: 
batant to another. 

The players, rather than the DM, decide which character each 
distracted creature attacks. This habit weakens the creatures by 
letting the players parcel out the distracted creatures’ attacks as 
they please. 

Give this habit to stupid crearures and creatures that would 
otherwise be really scary, such as monstrous spiders or orcs. 

Greedy: A creature with this habit would rather make off with 
loot than fight 

Ifa character gives a greedy creature some loot, it retreats 
instead of pressing the fight. The amount of loot it takes to bribe 
a greedy creature is related to the creature's CR; see the table 
below: The characters can bribe the creature with cash or with 
items of equivalent or greater value. Its full-round action to pre 
pare a bribe and toss it toa greedy creature, (Some players might 
try to cheat, pethaps by tossing a bag of copper pieces instead of 
gold pieces. DMs facing this problem can counter it by cheating 
in turn, perhaps by having greedy creatures attack even after 
receiving a bribe. 

Give this habit to rogues and mercenaries, It is most mean- 
ingful in campaign games, where giving a bribe to a creature has 
a lasting cost to the party 


cr Bribe Value 
A 25 8p 
2 50.gp = 
1 100 gp 

2 200 gp 

3 300 gp 

4 400 gp 

5 600 gp 

6 800 gp 

7 1.200 gp 

8 1,600 gp 

9 2,400 gp 

10 3,200 gp 
mM (€R-2) x2" 


"Example: CR 11 = CR 9 (2,400 gp) x 2 = 4,800 gp. 


WHY HABITS? 


In general, you know how to run monsters, They attack characters with 
teasonable tactics but not, generally, with insightful strategy. They're 
‘smart enough to attack when they have the chance, to avoid attacks of 
‘opportunity when they can, and to use 5-foot steps to set up flanking 
situations. They ignore dying characters unless they've seen someone 
healed back up to rejoin the fight. They're generally not smart enough 
to circle around and get to a spellcaster if doing so means giving up 
the chance to attack. They don't pull fancy stunts (such as readying an 


attack against a character and waiting for another creature to flank the 
character before making that attack). Monsters tend to strike out at 
characters who are threatening them even when it would be smarter to 
concentrate their attacks on one or two characters 

Perhaps you run your creatures dumber or smarter than that. Either 
‘way, assigning habits gives creatures a variety of tactics and goals, 
forcing the characters to take different approaches themselves. Habits 
also tell the OM what the creature will do, saving him or her a litle 
mental effort 


Hateful: A creature with this habit has hatred for members of 
a. common race or character class and will go out of its way to 
attack a member of such a race or class. It prefers to strike at an 
enemy of the designated race or class, if any are in the party. 

Goblins often hate dwarves, kobolds have it in for gnomes, 
and orcs sometimes hate elves, Intelligent undead hate good 


clerics and paladins. A barbarian who hates spellcasters would 

be pretty scary. 
Mindless: Cre 

slightest hint of 


sures with this habit attack without even the 
tics, 


Mindless creatures adva to the nearest characters and 
attack. They do not maneuy inking situations or 
even to avoid them, They generally avoid attacks of opportu 


nity, but only because once they're next to enemies, they stop 


and attack, In each round, a mindless creature attacks a 
random adjacent character 
This habit makes creatures weaker. Give it to unintelligent 


undead 


EVOLVING THE DUNGEON DECK 


You may want to give your players a sense of progress, allowing 
your dungeon to change over time as the adventurers move 


deeper into it, To do so, you start with one deck, and as the game 
progresses you add in cards from a second, harder deck. 

~ To use this option, youll need to create two dungeon decks 
the second having more powerful creatures than the first. When- 
noved from the first dungeon deck (because the 


ever cards are re 
party has defeated monsters, sprung traps, or found statues) 

replace those cards with an equal number of random cards from 
the second deck. As the delve continues, the deck from which 


you are drawing cards becomes tougher and tougher. This process 
represents the party delving deeper into the dungeon 

Try giving the two decks different themes, Maybe the first 
deck is mostly vermin and beasts, while the second deck is made 
up of evil clerics, their undead creatures, and their humanoid 
guards. In this example, the party would start out encountering 
miscellaneous dungeon denizens bur soon start finding mem- 
bers of the evil temple they're out to destroy 

If you use the Boss option (see Special Encounter Ty 
ove) e 


defeat one or more creatures from the second deck, Atthat point, 


re the boss's card out of the deck until the characters 


shufile the boss into the second deck. 


—— THEME 


To run a random dungeon, you need a map of some kind. The fea 
tures of the map partially de 


so it's worth some thought. 


mine the way the dungeon runs, 


sable battle grid, either drawing. 
cout the rooms as the characters explore or simply starting with 
the entire map visible 

The dungeon battle grid in the Dungeon Masters Guide makesa 


Draw the floorplan on an e1 


fine map fora random dungeon. Place doors randomly as you go, 
or as you see fit beforehand. Most doors should be 10-footwide 


double doors so that characters and creatures can move through 


them easily. 

If youre designing a map or looking for one to use, try to find 
or design one that has wide corridors, ample doorways (or double 
doorways), and big rooms. You want room for plenty of creatures 
and characters to move around, and for big creatures, 


oO nae 


SAMPLE DUNGEON DECKS 
Two sample dungeon decks, complete with special cards, defined 
groups, special encounter types, and creature habits, are provided 


AIST-LEVEL DUNGEON 

The party's goal with this deck Is to find three of the four magic stat 
ves, This Tstlevel dungeon deck is about right for a one-shot dungeon 
and a bit tough for a campaign. 


# Creature/Card CR Group Habit 
1 Manvat-Arms (friend) ~ 

1 Human Thug (lurker) 1 Greedy (100 gp) 
1 Goblin Sneak (lurker) = 1 — Hates dwarves 

4 Human Bandit 1/2 Bandit 

1 Groll 1 Gnoll 

1 Hyena 1 Gnoll 

2 Ore Warrior 12 Ore Distracted 

1 Ore Berserker 1 Ore 

3 Kobold Warrior 1/4 Reptilian Hates gnomes 

1 Kobold Warrior (x2) 1/2 Reptilian Hates gnomes 

1 Uezardfolk 1 Reptilian — 

4 Skeleton 1/3 Undead Mindless 

1 Draw Two 

1 Statue of Boccob (regain all spells) 

1) Statue of Heironeous (+1 to AC) 

1 Statue of Hextor (+1 on attacks) 

1) Statue of Pelor (+5 hp) 


26 total cards 


A 2ND-LEVEL DUNGEON 

The party's goal with this deck is to find three of the four magic stat. 
ues. This 2nd-level dungeon deck is about right for a one-shot dungeon 
and a bit tough for 2 campaign. it's also set up so that you can gradu: 
ally add cards from it to the Tstevel dungeon deck, either during a 
delve or between delves in a campaign. 


#  Creature/Card CR Group Habit 
1 Gnome Recruit (friend) — — = 

1 Drow Archer (lurker) 3 Hates elves 

1 Hell Hound 3 = - 

1 Human Thug (lurker) 1 Greedy (100 gp) 
1 Werewolf — = 

1 Worg 2 

2 Gnoll 1 Grol = 

2 Hyena 1 Grol 

1 HalfOre Fighter 2 Or Hates elves 

1 Orc Spearfighter 2 Or Hates elves 

1 Ore Warrior 12 Ore Distracted 

1 Ore Warrior (x2) 1 Ore Distracted 

1 Kobold Warrior (x3) 1 Reptilian Hates gnomes 
4 Lizardfolk 1 Reptilian 

2 Ghoul 1 Undead —_Bloodthirsty 

2 Skeleton 1/3 Undead Mindless 

1 Troglodyte Zombie 1 Undead Mindless 

1 Draw Three 

1 Statue of Boceob (regain all spells) 

1 Statue of Heironeous (+1 10 AC) 

1. Statue of Hextor (+1 on attacks) 

1 Statue of Pelor (+10 hp) 

29 total cards 


Hla. by R Wright 


ROOM FEATURES 
To spice up the game, give rooms special features. These give the 
floor plan a kind of geography. Some ideas for features include 
the following 

Attack +1: All creatures in this room receive a +1 bonus on 
their attack rolls, 

Blessed Room: In a blessed room, all saving throws automat 
ically succeed. (This is where characters should want to fight 
ghouls, ifthey can manag 

Cursed Room: In this room, all saving throws automatically 
fail. 1r a bad room for spellcasters 

Damage +1: All cr 
their damage rolls (including spell damage) 

Draw +1 


tures in this room rece 


ea +1 bonus on 


Draw an extra card when determining the 
encounter in this room, (Use this feature in a large or central 
room.) 

Evil Attack +1: Evil creatures in this room receivea +1 bonus 
on their attack rolls 

Extra Creature Chance: After determining the encounter 
for this room, draw an extra card. If it's not a creature, ignore 
it, (Shuffle it back into the deck.) If isa 
the encou 

Extra Statue Chance: After determining the encounter for 
this room, draw an extra card. If its not a Statue card, ignore it 
(Shuffle it back into the deck.) Obviously, if you arent including 
Statue cards in your deck, this feature is meaningless 

Fog: This room is filled with fog, as ifa fog cloud spell had been 
cast within itThis feature hurts ranged attacks and sneak attacks 

Good Attack +1: Good creatures in this room ree 
bonus on their attack rolls 

Pain: In this room, all threats ar 

Rubble, Pillars, Pits: This room 
contains obstacles that make it harder 
to move through. Be careful not to make 
the room too small, or it will be hard for creatures 
and characters to maneuver. 

Wall of Darkness: An opaque wal of darkness cuts across 
this room, blocking line of sight, The wall of darkness pre 
vents charges across it, makes ranged attacks impossible, and 
conceals creatures and characters on one side from those on the 
opposite side. 


= —___ CHARACTERS, 


Players can bring just about any characters into a random dun- 


rearure, add it to 


wutomatic critical hits, 


geon, Youll find plenty of good-aligned miniatures that work as _/ 
no reason you cant play unusual crea / 


adventurers. The 
tures, such as tiefling captain, a crested felldrake, ora dis 
placer beast. Use a creatures CRas the rough equivalent / 
ofa PC's level, 4 


7 
ally for (> 


Or you can create charac 


18 espe 
\geon. These short-lived 


the random di PCs & 
might be opportunities for you to try out new é 
character types—maybe a spiked chain 4 


fighter, a cleric/wizard, or a character of an 


SCALING THE DUNGEON 


You can make a dungeon easier or harder by drawing fewer or more 
cards per encounter, However, drawing fewer or more cards has less 
effect than you might think It changes the average number of crea 
tures in an encounter, but the party still has to fight through the same 


unusual race, Create the character just like you would for any 
other D&D game. 

Finally, you ean use characters from your regular D&D cam: 
paign, though the random delves probably shouldn't be par of 
your usual campaign. A random dungeon can be too harsh » 
place fora character that you hope to play for along time. For this 
reason, your character neither permanently suffers the conse 
rds of the delve, That 
like 2 


quences nor permanently gains the re 
said, running characters through a combat gaunt 
random dungeon isa good way to practice tactics 


PARTY SIZE 
Af the party is larger or smaller than four characters, scale the 
delve accordingly. The rule that you draw four cards for each 
encounter is based on an average of four PCs. If there are three 
PCs, draw only two cards per encounter, If there are five or six 
PCs, draw six or more cards, 

If that adjustment doesnt seem to create an appropriate 
challenge, send the party through a higher- or lower-level 
dungeon. A dungeon that is one level lower than the average 
party level is usually fine for a three-character party, A dun 
geon one level higher than the party le 
five or six ¢ 


LIMITED-USE ITEMS 

Ina one-shot adventure, when it doesnit matter whether you use 
od items area lot more valuable 
than they are in a regular campaign. Therefore, if youre playing 


uup your items, one-use and char 


~~ one-shot random dungeon, one-use items such 
\_as potions and scrolls cost five times their 
normal price. Charged items such as wands 
_- cost their normal price, but hi 
=< P 


fifth the normal number of charges. This 
'five times® rule balances the one-use and 
charged items so they dont dominate the 
random dungeon, 

Fores 


imple, youre creating a sth-level 


\. character for a one-shot dungeon, youd 
start with 9,000 gp worth of gear (typ- 

ical fora sth-level PC, according to 
the Dungeon Masters Guide). If you 
want a potion of cure light wounds 
1 250 gp in 


however, it will cost y 

stead of 50 gp. 
If you're bringing an existing character 
into a one-shot dungeon, trade in your exist 


\ ing one-shot items for replacement one 

i} shot items at five times the cost. For items 

with charges, give them one-fifth as many 

| charges as normal. 
In a random dungeon campaign, normal 

iraletnpdly 

\ 


\, Mind Flayer 


number of creatures to meet its objective. It's easier to take on crea 
tures in smaller clumps, but having to fight more encounters partly 
makes up for that. The reverse is true about fighting a smaller number 
of larger encounters. 


HOWTO WIN: 


Unlike a D&D roleplaying adventure, a random dungeon delve 
has a specific victory condition. Goals rend to be tough because 
a one-shor delve can be a lor more challenging than a single 


adventure in a long-term campaign. Determining a goal affects 


how youte going to build your dungeon deck and what sort of 


map you want, Here ate some possible goals 

Defeat Monsters: The party wins if it can defeat monsters 
with a total CR equal to 8x dungeon level. For example, in a 3rd 
level dungeon, the party wins when it defeats monsters with CRs 


totaling 24. This goal is scalable; you can make the delve harder 
or easier by adjusting the total CR necessa 

Find Statues; If you use Statue cards, finding statues can be 
the goal of the delve. Typically, the characters must find all or 
most (perhaps three out of four in the deck) of the statues and 
defeat the monsters defending them. 

Kill the Boss: If you use the Boss option (see Special Encounter 
Types, above), defeating the boss can be the goal of the delve. The 


» win 


party wins when it finds and defeats this creature, This goal isa lot 
of fun because players love to have a climactic battle with a bad guy 


———__PLAYING THE DELVE 


Once you have characters, a map, a dungeon deck, and a goal, 
youre ready to play 


INITIATIVE 
Initiative in a random dungeon is usually handled just like in the 
standard D&D rules, Make initiative checks normally when the 


party opens a door, When the fight is 0 » longer 
applies until the party opens the next doot 


This system works fine if you don't have wandering mon: 


initiative 


sters (or other factors producing time pressure). If you include 
wandering monsters or you want to change the pace of the delve 
abit, you have a couple of other options. 

Ongoing Initiative: If you have w 
fights, the characters are going to be scrambling through the 
dungeon trying to get to the next encounter before more mon 
1s show up. Whenever monsters appear on the battle grid, 


ndering monsters between 


reroll for initiative. 

Taking 10: A faster method is to hav 
tiative. The players will always act in the same order, because 
their initiative modifiers dont change. The only change to the 
initiative order is where the monsters fit into it. You can have the 


everyone take 10 on ini 


monstersalso take 10, or roll for them to allow some randomness 

without creating a lot of work or taking.a lot of time 
Wandering Monsters and Initiative: A wandering monster 

that shows up when a battle is not underway simply acts in ini 


tiative order (ust as if the characters were opening a dungeon 
A wandering monster joining a battle that’s underway 
goes first in the initiative order. (That's the standard rule for a 
page 24 of the 

since it may 


door 


creature joining a battle that irs aware of s 
uide for more details.) How 
be easier for the DM to have all the monsters go at once, for 


Dungeon Master’ 


PLAYERS AND SECRET INFORMATION 

When playing a random dungeon, it's reasonable to let players have 
Information that their characters wouldn't have, even down to the 
monsters’ statistics and the floorplan of the dungeon. (You don't have 
to reveal this information, but it's okay to do so.) A random dungeon 


simplicity, a wandering monster joining a battle can act at the 
same point in the initiative order as the monsters that are already 
fighting. (In this case, don't treat the wandering monster as 
flat-footed, even if it hasnit acted yet.) 


ENCOUNTERS, 


{An encounter gene! 
is opened. Except as noted under Special Delve Rules, below, 


Ily begins when the door to a new room 
encounters are played out using the standard D&D rules, 


Treasure 
For simplicity and fun, treasure always takes the form of a 
random item, Use Table 7-1: Random Dungeon Treasure to 


determine what sort of item is found (mundane, minor, medium, 


then randomaly roll the item from the tables in the 
or "x3! roll 
gain once or twice, respectively. This process gives you a trea 


Dungeon Master’ Guide. If the result includes" 


sure suitable for a single encounter 


Taste 7-1: RANDOM DUNGEON TREASURE 


oP 
Level None Mundane Minor Medium Major Value 
Ist 01-35 36-80 81-100 — _ 360 
2nd 01-20 21-30 31-100 740 
ad 01-20 21-97 98-100 = 1,100 
4th 01-20 21-93 94-100 1,400 
Sth 0120 — 21-88 39-100 — — 1,900 
6th 01-20 21-83 84-100 =— —2,300 
7th 01-20 — 2-78 79-99 100 3,100 
8th 01-20 21-Tl 71-98 98-100 4,000 
9th 01-20 — = 21-60 61-97 98-100 5,300 
10th 01-20 21-46 47-96 97-100 6,900 
Mth 01-20 — = 21-30 -31-94 95-100 8,900 
12th 01-20 — 21-88 89-100 12,000 
th 01-20 — — 2-75 76-100 16,000 
Vth 01-200 — 21-60 61-100 20,000 
isth 1-200 — — A490 41-100 26,000 
V6th o1-85 - — 56-1002 36,000 
Vth 01-65 — - = 66-100%3 42,000 
1th 01-55 56-100%3 54,000 
1th 01-40 — - — 41-1003 72,000 
20th 01-20 21-1003 96,000 


The approximate average gold piece value of treasure for the given 
level 


SPECIAL DELVE RULES 
Whilea random delve is meant to be simple and fast, many DMs 
like to add detail to their dungeons. These opt 
tailor the delv 


experience 
Keep your first delve simple so you can get a fee! for the 
rhythm ofa random delve. Then you can add special rules to cus 


tomize the experience. 


Doors 
Doors normally open easily and stay open from then on—but 


you can get more detailed if you like. In general, additional detail 


a fantastic world. If players use information to make smart decisions, 
that makes the game more fun. So when you're running a random 


delve, don't feel obliged to run it with the 
when running a regular D&D adventure, 


ne secrecy that you'd use 


adds to the game only if you include wandering monsters or 
some other form of time pressure. 

Ope 
character next to a door has the option of opening it as a move 
action. Ifthere are no monsters in play when the door is opened, 
reroll for initiative. If there are monsters in play, the initiative 
count just keeps going, 

Listening: Ifa characterat a closed door succeeds on a Listen 
check (DC 20 + dungeon level), the DM shows the characters 
what creatures are in the room before the door is opened. Each 
attempt is a standard action, and you can listen at a door only if 
youre directly in front of it. DMs who hunger fora touch of real: 
ism can adjust the Listen DC depending on what's actually in 
the room 


ing a door usually means starting an encounter. Any 


If the dungeon ha 


andering monsters (sce below), char 
acters can listen ar doors all they want to. If the dungeon 
doesnt have wandering monsters or some other form of time 
pressure, one character may make a single Listen check at a 
particular door 

Locked Doors: Some or all doors may be locked, though this 
detail is really interesting only if you're using wandering mon- 
sters or some other form of time pressure. The DC to open a lock 
is 20 + dungeon level; the DC to force open a door is 12 + dun 
goon level, Each attempt isa standard action, and you can open a 
lock ot force open a door only if youre directly in front of it. If 
the characters attempt to force a door, the nois 
‘geon denizens—the DM rolls twice for wander 
the end of the round 

Secret Doors: If the dungeon has some form of time pres 
sure, some of the doors can be secret doors (Search DC 20 + 
dungeon level to locate), The players know where they are, but 
the PCs still have to search for the openil 
doors should usually lead to rooms with treas 


ay attract dun 


1g monsters at 


nechanism, Secret 


¢ or other good 
ies so that the characters have a reason to spend time trying to 
open them 

One-Way Doors: Some doors shut behind the party and wortt 
‘open again. One-way doors are interesting only if there's no easy 
way around them (although there has to be some way out, of 
course), One-way doors may increase tension as the party realizes 
there’ no turning back 


Light 

To keep the game simple, ignore the question of light—assume 
that the whole dungeon is illuminated well enough for comba 
ants to see and fight. Forcing the party to provide light, however, 
adds an extra tactical consideration to the delve. Whether to 
worry about light sources is up to the DM 

The more monsters there are with darkvision and ranged 
attacks, the more fun itis to have the characters walking around 
ina pool of light, making targets of themselves, 


Wandering Monsters 


The point of wandering monsters is to cr 


time pressure, 
forcing the characters to keep moving. If you find that players 
draw our fights by facing monsters in doorways rather than 
pressing into the rooms, or if you want to introdu 


c options 
that take up time (listening at doors, for instance), use wan: 
dering monsters. You may want to create a separate deck for 
these (see below 

Wandering monsters dont count toward the total CR for pur- 
poses of determining victory. They alsodon't have treasure. Ifyou 
dont make a separate wandering monsters deck, reshutle a card 
representing a wandering monster back into the deck once the 
ure has been defeated. 


Once you're familiar and comfortable with how wandering 
monsters work, you can add your own touches of realism or tac 
tics. Perhaps certain monsters have the ability to call for help 
inviting a greater chance for the appearance of additional war 
dering monsters, Or perhaps your dungeon involves creatures 
at war with one another, and the appearance of some wandering 
monsters may a truly confused melee as creatures attack 
as the PCs 
Generating Wandering Monsters: Ar the end of each round, 
roll di. There isa 20% chance ofa wandering monster appearing 
Ii the dice indicate that one appears, draw a card, You can usea 
separate wandering monster deck (see below) or simply draw a 
card out of the standard dungeon deck 
i appears outside the party’s current 
room, ready to attack the party from behind or from the side. If 


one another as 


If you draw a creanu 


theres more than one direction a wandering monster could come 
from, determine the direction randomly. Place it on the battle 
{grid as faraway in that direction as it could be and still bein line 
of sight. Usually it will appear around a corner or at the far side 
of a door. 

If you draw something other than a creature (such as a special 
card), ignore it. (Shuffle it back into the deck.) Do nor draw again. 
No wandering monster appears 

Wandering Monster Deck: You can create a separate wan 
dering monster deck, drawing from it instead of from the normal 
dungeon deck when a wandering monster appears. Wandering 
monsters may be of a different sort from the monsters found in 
the dungeon deck, Maybe theyre scavengers and ghouls attracted 
to the sound of combat 

If you use a separate deck, you can include special encounter 
types such as Friend or x3, oF special cards such as Draw +1 or 


Trap (in which case the PCs trigger a trap they didnt know 
was there! 


PLAYING WITHOUT A DM 
Its possible to play a random delve without a DM. To do so, the 
players must agree to certain rules ahead of time. One player 
must construct a dungeon deck normally, but instead of serving 
as DM, that player runs a character like everyone else. As play 
proceeds, certain issues will arise that the players need to be 


aware of and ready to resolve 

Monster Starting Locations: When an encounter begins, 
the monsters startin the middle of the room, each as close to the 
middle as possible. Alternatively, when you create the map you 
ccan specify certain squares as “monster starting squares” When 
you draw the encounter cards, place the monsters in those 


squares, or as close to them as possible (if there are more mon 
sters than designated squares). This option works best in rooms 
With unusual shapes or features 

Monster Target Choice: The more habits you apply to mon 
sters, the easier it is to decide who the monsters attack. In gen 
eral, have monsters spread their attacks out evenly among the 
PCs that they can attack. When a monster has to choose between 
two targets that are already being attacked evenly, 
closest one. If its still a tie, roll randomly, 


attacks the 


USING MINIATURES STATISTICS 
If you want to make a delve run even faster than niormal, use the minia 
tures statistics instead of the roleplaying statistics on stat cards. Ifyou 
can't bear to give up rolling for damage, substitute 148 for each 5 
points of damage the creature normally deals. 


Rolls for Monsters: One player could be designated to make 
rolls for the monsters. Or, each player could roll for monsters 
that attack his or her character. Or, anyone whose character 
dies takes over the role, Any of these systems is acceptable— 
whatever works best for your group! 


RANDOM DUNGEON 
CAMPA 


‘Arandom dungeon works great for one-shot games. You can also 
set it up as a campaign in its own right. Just as in a regular D&D 
campaign, the characters find treasure, accumulate experience 
points, and grow in power over time. A random dungeon cam: 
yaign is deadlier than a standard D&D campaign, but characters 
that survive progress faster. 

Running a random dungeon asa campaign means that you!l 
have to consider a few factors that don't matter in a one-shot 
game. 


DANGER LEVEL 

Ina game of chess, you are happy to win even if most of your 
pieces have been captured, A one-shot dungeon is pretty much 
the same way. Even if half the party is killed, a win is still a win, 
With a campaign, however, theres litle point if the death rate is 
so high that characters never have a chance to get ahead. Com- 
pared to a one-shot dungeon, a campaign should have a lower 
danger level and thus a slower character death rate. You can 

the object of 


manipulate the danger level in all the usual way 
the delve, the power level of the monsters, how many monsters 
there are, whar fighting habits the monsters have, and the fre- 
quency and power of wandering monsters 


PERIENCE 

You can assign experience points normally during a random dun- 
geon campaign. Another option, however, is to have a victory 
condition and grant XP only if the characters succeed in the 
delve—thar way the players will have a clear sense of when 


they've conquered a delve and can turn back, Typically, the XP 
award fora delve is equal to that awarded for defeating a monster 
whose CR is equal to the dungeon level + 6, For example, alter 
conquering a 3rd-level dungeon, the party receives XP equal to 
what they would get for defeating a CR9 monster (see Table 2-6, 
page 38 of the Dungeon Master's Guide), For instance, ifthe PCs in 
this case are 3rd level, they gain 7,200 XP 


TREASURE 
In a campaign game, PCs can sell treasure between delves and 
use the cash to purchase other items, Characters may want 10 
keep some cash on hand to buy off greedy creatures: 


NEW CHARACTERS 

Ina one-shot dungeon, the idea of introducing new char 

acters or replacing a dead one is irrelevant. The players can 
simply choose the characters they want each time, because 
there's no continuity between one delve and the next. In a 
random dungeon campaign, however, you'll need to have a 
policy for bringing in new characters (including replacing 
dead ones), The easiest policy is simply that the new character 
starts at the same place the original character did in terms of 
level and wealth, 


DUNGEON ADVANCEMENT 


Instead of running the same set of creatures over 


id over, you 


can set your dungeon up to grow more powerful over time. For 
such a campaign, you start with two decks, the second more 
powerful than the first, During a delve, you treat the dungeon 
deck normally. Between delves, however, remove out about 
one-fourth or one-fifth of the first deck and replace those 
cards with the same number of random cards from the second 
deck. (You might want to have only monster cards in the 
second deck and take only monster cards out of the first deck 
That way you don't wind up with a dungeon deck that has few 
or no Statue cards.) 

Theoretically, you could have a large number of decks, from 
Istlevel on up. Atthe end of 
the deck and replace each with a card from the deck “o 
up.’ For example, the tst-level deck will soon be haliled with 
cards from your 2nd-level deck. At the end of the delve, the st 
and 2nd-level cards you remove get replaced by cards from the 
and-and 3rd-level decks, respectively: 

For a campaign with multiple decks, you might want to use 
alignment as a criterion for groups. Alignments work well in 
groups because youte likely to find creatures from one deck 
whose alignments match those of creatures from other decks, 
More specific groups, such as "goblinoids,” might not carry over 
\well from one level to another unless you ensure thar there are 
plenty of these creatures in every deck 

For a campaign based in a dungeon that grows in pow 
can set an overall victory condition, such as “find ten statues. If 
the characters forge ahead on their delves and find plenty of stat 
tues each time, they'll win before the dungeon gets too tough. But 
if they're cautious and retreat after finding one or two statues on 
each delve, the dungeon will soon become 100 powerful for them 
and they'll eventually be defeated 

Arace against a dungeon that’s growing in power also works 
even if there's no fixed victory condition for the campaign. As 
the characters gain experience and magic items, they'll 
become more powerful. If they can grow in power faster than 
the dungeon does, they'll stay on top. If they fall behind, the 
dungeon gets tougher faster than they do, and eventually they 


ry delve, you remove cards from 
vel 


face defeat. 
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Assembly Tile with Difficult Terrain 


: When your creatures rout, they move off the battle grid from exit squares on your assembly tile ifthey can. 


Exit Corner: When your creatures rout, they move at double speed toward the exit comer on your assembly tile. 


Difficult Terrain: It costs 2 squares to move into a square containing difficult terrain [3 squares if moving diagonally} 


Wall: Walls block movement, line of sight, and line of effect. A creature can't move diagonally past a corner orend 
ofawall, Count around walls to sce ifa commander is close enough to influence the creatures in its warband. 


front] 
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Medium Creatures, 


Morale +2 per rank) } 
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Assembly Tile with Statue 
Exit: When your creatures rout, they move off the battle grid from exit squares on your assembly tle ifthey can, 


Exit Corner: When your creatures rout, they move at double speed toward the exit comer on your assembly tile, 


Statue: Iecosts 1 squares to move into a square containing statue [3 squares if moving diagonally] A ereature can’t 
end its movement in a square containing a statue. A statue provides cover to creatures behind it but doesnot block line of sight. 


Wall: Walls block movement, line of sight, and line of effect. A creature can't move diagonally pasta corner or end of a Wal 
‘Count around walls to see if'a commander is close enough to influence the creatures in its warband, 


front) 
attack +28+-2AC) 
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Abattoir 
Blood Rock: Any creature on the blood rock terrain scores a critical it when its melee attack rll is anatural 19 oF 20, 
‘The attack automatically hts1o matter how high the defender’s AC, even ifthe defender is immune to double 
damage from critical hits. Ranged attacks are not affected by the blood rock terrain type. 


Ww 
Count around walls to sec ifa commander is close enough to influence the creatures in its warband. 


Walls block movement, line of sight, and line of effect. A creature can't move diagonally past a corner or end of a wall 
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Corridor 
Wall: Walls block movement, line of sight, and line of effect. A creature can't move diagonally past a corner or end of a wall. 
Count around walls to sec ifa commander is close enough to influenice the creatures in its warband. 


Ruined Wall 


Mighty ruins from long ago rise from the grass, 


High Wall: Impassable [blocks movement]. 
Total Cover: Blocks line of sight and line of effect. 


Briar Patch 
This is a low thicket of tangled, thorny vines. 


Briars: Difficult terrain [movement costs doubled]. 
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Rubble}Room 


~— 


Rubble Room 


Difficult Terrain: It costs x squares to move into a square containing difficult terrain [3 squares if moving diagonally} 


‘Statue: Ie costs 2 squares to move into a square containing a statue [ squares if moving diagonally) 
A creature can’t end its movement in a square containinga statue, A statue provides cover to creatures 
behind it but doesnot block line of sight, 


Wall: Walls block movement, line of sig 
Count around walls to see ifa commander is close enough to influence the creatures in its warband. 


and line of effect. A creature can’t move diagonally past a corner or end of a wall 
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Dragon Skull 
‘The power of an ancient 
dragon still lives in the 

very stones that surround its skull. 


Skull: Impassable [blocks movement]. 

‘Total Cover: Blocks line of sight and line of effect. 

Stony Ground: Any unit on the stony ground surrounding the skull scores a critical hit when its melee attack 
roll is anatural 19 or 20. The attack automatically hits no matter how high the defender’s AC, even if the defender 
is immune to double damage from critical hits. Ranged attacks are not affected. 


Shrine 


creature on any square containing the sacred circle gains a +2 bonus on attack rolls. 


effect] Any damage it deals with these attacks is considered magic damage, 
wich penstrata Damage: Madction: red Siri vera cficr on mee 


Wall: Walls block movement, line of sight, and line of effect. A creature can't move diagonally past 
a comer or end of a wall. Count around walls to see ifa commander is close enough to influence 


the creatures in its warband. 


Statue Room 
Stat containing 


Acreatur 


costs 2 squares to move into asq 


statue [; squares if moving diagonally 


its movement in asqu a statue. A statue provides cover to creatures behind 


it but doesnot block line of sight. 


Difficult Terrain: It costs 2 squares to move into a square containing difficult terrain [3 squares if moving diagonally) 


Wall: Walls block movement, line of sight, and line of effect A creature can't move diag 


Count around walls to see if com 


ander is close enough to influence the sin its warband. 
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Stand of Trees 
This stand of sparse trees is 
perhaps the gravesite of an ancient druid. 


Briars: Difficult terrain [movement costs doubled). 
Partial Cover: Grants +4. AC against ranged attacks. An attacker can shoot out 
through r inch without granting cover to the defender. 
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Treasure Room 
Statue: It costs 2 squares to move into a square containing a statue [3 squares if moving diagonally). A creature 
its movement in a square containing a statue. A statue provides cover to creatures behind it but does not block line of sight. 


in'eend 


‘costs 1 squares to move into a square containing difficult terrain (3 squares if moving diagonally] 


Difficult Terrain: 


Wall: Walls block movement, line of sight, and line of effect. A creature can’t move diagonally past a comer or end of a wall 
Count around walls to see if'a commander is close enough to influence the creatures in its warband. 


> 


Photocopy two templates, cut them out, 
and tape them together as shown. 


Radius 4. Template [Skirmish] 


Use this template for spells such as fireball. 
‘The targeted creature must be in the central 4-square space. 
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Radius 2 Template 
[Skirmish] cut out center 


[the effect does 
not reach the 
halfsquares 

in the corners] 


2-Inch-Radius Template 
[Mass Battles] 
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CRIES OF BATTLE 
FILL THE AIR 


Bold adventurers’ tales are filled with harrowing 
combat punctuated by clashing swords and flashing 
spells. From minor scuffles to climactic battles, the conflicts 
between heroes, villains, monsters, and minions range across 
sweeping battle fields and verdant forests to dank caverns and 
treacherous dungeons. Victory awaits those well versed in the 
arts of war. 


This supplement for the D&D“ game provides expanded rules and 
guidelines for running dynamic combats and creating daunting 
combatants. Inside are new base classes and prestige classes, over 
30 new feats, more than 65 new spells, new magic items, and 
weapon special abilities. Included are three dozen new monsters, 
including the formidable “aspects” of deities and archfiends. 
Along with complete rules for everything from fast-paced 
skirmishes and squad-based encounters to mass battles, random 
dungeons, and miniatures battle campaigns, the Miniatures 
Handbook assembles a legion of information, options, rules, 

and guidelines to keep you fully engaged in every combat. 


The Miniatures Handbook maximizes the impact the v. 3.5 editions 
of the D&D core rulebooks and the D&D Miniatures line will 
have on your game. To use this supplement, a Dungeon 
Master also needs the Player's Handbook, 
Duxcrox Masrer’s* Guide, and Monster Mannal™ 
Aplayerneeds only the Player’s Handbook. 
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